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Inaba is a small town, somewhere out in the vast Japanese countryside It's the sort 
sho— 1 P‘ ace lhat he, P ed s P a wn the universal cliche, that all boring little towns 
should be considered “sleepy Everyone knows everyone else, and they are all certa'nlv 
bored with each other. Your parents need you to live there for a year while they work ^ 

sss&r'" w «**■* - iSi „ 

You’ll be living with your uncle, 
a police detective. Thanks to a 
string of mysterious murders, he’s 
not home much. You wouldn't be 
involved, except the second victim 
went to school with you... and she 
didn t deserve to die the way she 
did. Along with a few friends, you’re 
looking into things yourself. There 
are all kinds of strange rumors 
floating around... something about 
a secret channel on TV you can 
only watch on rainy midnights 
when the power’s turned off. Some 
people say you’ll see your soulmate on it. 

M° U n t n h d , y ° Uf We " ds are 9°i"9 to take it upon yourselves to solve the mystery of the 
eJen n S ' ran9e Serlal ki " ings in lnaba ™ s w °" ' be easy, mostly because 

oot to k j! n W " S d ° n {al ' 0W h,gh sch ° 01 kids as much free time as they’d like You've 

The first thing you do in a new 
game of,Persona 4 is select your 
difficulty level. This game does not 
force you to play on a particular 
difficulty level in order to experience 
the game’s complete story. Difficulty 
level only affects how hard (and 
long) individual battles are. so just 
pick whatever you’ll enjoy the most 
as a gamer. However, note that 
once you select your difficulty level 
at the game’s beginning, you can 
never change it again. 



BEGINNER 

EXPERT 


> Before you begin the story, choose a 
difficulty level m battle. 
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Expert: Have you completely mastered Persona 
37 Can you beat Persona 3 F.E.S. on its hardest 
difficulty level? Then you want to play Persona 4 
on Expert difficulty. Enemy Al is somewhat more 
aggressive and all enemy stats are boosted. 
Relative to Normal mode, all enemies do 
roughly 150% to 200% damage. If you're 
playing on this difficulty, then you may 
need to work out your own strategies for 
bosses and major battles. Then again, if 
you’re ready for Expert difficulty, you’re 
probably the type who buys strategy 
guides just for the data tables. 

WHOAHEYOU? 

In Persona 4 you play as a main protago¬ 
nist whose name is whatever you choose 
to give him. The Protagonist in Persona 4 
is essentially your fictional avatar in the 
game's world, and you can think of him 
as an extension of yourself. How much 
you can affect the game — that is, how 
successful you can be — is, to a very 
large degree, dependent on how well 
you’ve developed your Protagonist. 


Normal: 

This is the ”defauir 
difficulty level, and is roughly 
as hard as the main game in the 
original Persona 3. If you're familiar with 
Persona 3 but don’t feel like you’ve truly mastered it, 
this is a good difficulty level to start with. Note that all of the 
information offered in this guide is written with a player 
on Normal difficulty in mind, and that this difficulty is 
going to offer plenty of challenge. 

Beginner: This is roughly the sort of difficulty you’d 
expect from an average game. While enemy stats are 
unchanged, their Al is somewhat less aggressive. You 
also begin the game with ten Moon Tsukubame items 
that let you avoid a Game Over if the Protagonist falls 
in battle (they instantly revive the whole party with full 
HP and SP). This is a good difficulty level for players 
unfamiliar with Shin Megami Tensei, or for fans who 
are more interested in the story than the battles. 










E 


• Switch Info ©Bock 


Your intrinsic abilities as a person 
in Persona 4 are described by a 
series of five main stats. Note that 
these stats have absolutely nothing 
to do with the part of the game that 
involves visiting dungeons and 
fighting battles. Your performance 
there is dictated by a completely 
separate set of stats you don’t need 
to worry about just yet. For now, 
you need to focus on understanding 
the way the game represents the 
Protagonist in the “real" world of 
day-to-day activities like going to 
school and making friends. To see 


zssxzsr* - 


w 


TW? ma ' n Sta ! S T Courage ' Kn owledge. Diligence. Expression, and Understanding 
There are a vanety of situations where each stat may apply, from being able to give a 9 

someone '° ^ ^'° es,ablish a particular ^“p with 

opl,ons just won ' 156 available until you ' ve ra,sed 3 core 



STAT GROWTH LEV&S 



The key stats to maximize are Courage, 
Knowledge, Expression, and Understanding, 
and it’s to your advantage to do this as early 
as possible. At various points in the game you 
need to have your stats at a particular level 
to unlock given play mechanics, and each 
of these stats unlocks one or more major 
goodies if you can get them up to Level 5. 

The one stat you don’t absolutely have to 
maximize is Diligence. 
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While maximum Diligence 
is useful for a few things, you 
only need to get your Diligence 
up to Level 3 for the purposes of 
unlocking gameplay goodies. 

Stats in Persona 4 increase incre¬ 
mentally. It can take days or weeks 
of performing an activity that raises 
a given stat before you level it up. 

The text that informs you of when 
you’ve gotten a stat boost gives 
you a rough idea of how far toward 
that new level you've progressed is; 

“increased greatly” is always better 
than “increased.” 

S. Links describe how integrated your character is to the wider community of Inaba. To put it 
more simply, it reflects how many close friends you have and exactly how close these friend¬ 
ships are. Most S. Links are initiated either at a particular point in the plot or when certain 
pre-conditions have been met. All S. Links are initiated at Rank 1. usually when you meet 
the person who shares the S. Link with you, and max out at Rank 10. Benefits conferred by 
raising S. Link ranks are numerous, and apply to different aspects of the game in ways that 
are best discussed in context. 

You strengthen S. Links by finding the character who is your S. Link partner and interacting 
with him or her. in most cases. There are. of course, exceptions. Some S. Unks only 
progress as part of going through the game’s plot, and some require you to complete Quests 
rather than engage in social interaction. Complete details about each of the game s 21 S. 
Links, including how to initiate and advance them, can be found in the S. Link chapter begin¬ 
ning on page 172. 

For the most part, when you initiate an event with an S. Link partner, it is impossible to 
screw the relationship up so badly that your partner stops liking you. At worst, you may end 
up giving conversation responses that deprive you of some incremental progress with that 
rank. That said, there are two advanced S. Links — Moon and Fortune, which doing the 
wrong thing during a particular Rank up event causes the relationship to enter Reversed 
or Broken status. Once this happens, the S. Link can’t progress until you spend time 
“repairing” the relationship. Consult the S. Link section for more information about Moon 
and Fortune’s needs. 

Remember that S. Link progress can be incremental, as with stat progress Particularly 
for S. Links which you form early in the game, there are many special event situations 
that can raise the S. Link, but not to the next rank. Y ou don’t want to waste too much time 
pursuing these events, since once the character is ready to Rank up. any further incremental 
progress is wasted. Some characters let you know when he or she is ready to Rank up by 
approaching you at school (or via cell phone on weekends) and asking if you can hang out 
with them. 
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To check on your S. Link progress, 
which you shall probably do very 
frequently once you've got lots 
of friends making demands on 
your time, head to the S. Links 
portion of the main menu. You 
can see roughly how many of the 
10 possible ranks in each S. Link 
you've achieved, and you can get 
more information by highlighting 
an S. Link’s name and then 
pressing the [X] button. This lets 
you examine the tarot card which 
the S. Link is based on, which is 
always one of the first 21 Major 
Arcana of the traditional Tarot. You can also get a summary of basic information regarding 
that particular S. Link. 

It is possible to max out all 21 S. Links in the course of a single playthrough, but doing so 
involves a lot of optimizing and power-gaming. You probably won't pull this off on your first 
playthrough. Don t worry about it, though, because you don’t need to max out all of your S. 
Links in order to complete the game or even get the best ending. While maximizing some S. 
Links is very difficult, there are others that can be completed with ease, and even a player 
who puts no particular effort into developing S. Links will have at least one or two maxed out 
by the end of the game. 

When ranking up S. Links with female characters, note that there are things you can do at 
higher S Link Ranks that can make the relationship “serious.” You essentially begin dating that 
character once you’re in a Serious Relationship. You can only have one Serious Relationship 
per game, and note that having one doesn’t make it 
impossible to max S. Links with other female charac¬ 
ters. You just, well, can’t date them on top of whoever 
you’re already dating. Who you date, or honestly 
whether or not you ever date anyone, is purely a 
matter of personal preference. Consult the S. Link 
section on page 172 to see the dating requirements 
for various characters. 

When ranking up S. Links with female characters, 
note that there are things you can do at higher S. Link 
Ranks that can make the relationship “serious.” You 
essentially begin dating that character once you're 

in a Serious Relationship. You can only have one Serious Relationship per game, and note 
that having one doesn’t make it impossible to max S. Links with other female characters. You 
just, well, can’t date them on top of whoever you’re already dating. Who you date, or honestly 
whether or not you ever date anyone, is purely a matter of personal preference. Consult the S 
Link section on page 172 to see the dating requirements for various characters. 
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WELCOME TO INABA 

Inaba constitutes the world of the game, or at 
least, the game’s “normal" world. It’s where you, as 
the Protagonist, pass away your days in a quiet routine 
of school, friends, and the odd weekend activity. How your 
Protagonist grows as a person depends on what he’s doing, 
and what he’s doing depends, essentially, on where you choose to 

send him. 


Your options in Inaba are modeled roughly after what one might expect from 
a rural Japanese suburb, and not all options are available at all times. Different 
sorts of activities require travel to different locations of Inaba, but travel doesn t cost 
ou anythTng Persona 4 does expect you to "pay for any activity that advances your 
Protagonist in any way The currency is time, and it is the most precious commodity you 
can control in the game. 


if 




I 


I 


m/E management 

You have a finite number of days 
at your disposal in Persona 4, and 
each day contains a finite amount 
of time. You can only do so much 
per day, and usually have to commit 
to one or two things from a much 
broader array of possibilities. As a 
further complication, some goals 
must be met by specific deadlines 
during the course of the game s core 
nine-month period, and failing to do 
so causes an automatic Game Over. 

^Ven^HariyM^ing.^oming, Daytime (or After School), and Evening. Some days 
may have a bonus Lunchtime or Afternoon block of time as well. Generally, only taoUtee 
time periods are really meaningful for your gameplay purposes: Daytime (or After School) 
and Evening These are the periods where you're allowed to make decisions about how 
your Protagonist spends his time. A day off from school usually offers only the Daytime and 


> You have the day off from school today. 


Weather changes throughout your game. These changes are not random. Certain.days 
on each and every playthrough will always have a certain kind of weather, and checking a 
weather foreist somewhere in the game tells you wha, to expect. While weatherdoesn 
affect how much time you get on a given day. it does have a pretty profound effect on what 
you can do on those days. Most S. Links are unavailable on rainy days, for instance, and 
you’ll have a hard time finding certain NPCs. 
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Once at the Inaba 
“world map", you 
can pick which of the 
main five locations 
you want to visit. 


While Persona 4 
presents Inaba’s 

de,a l!' th . e fact ,hat ** ma PPi"9 a ^hool, a house, and a 

few blocks of town make it an unusually cozy world. You shouldn't find it easy to get lost 

YaSmmfeh Sch dfi , C t H P ? S ThS ° nly rem ° ,ely C ° nfUSing ,OCa,ion is ,he massive 
navigating Sugh if ^ ^ C ° nSUlt ,he fo " 0Wing ma P »*p * 


Not every action taken in Persona 
4 makes time pass. You can talk 
and travel as much as you want for 
“free." When you are about to take 
an action that could consume a 
block of time, the game warns you 
by giving you a chance to refuse 
to commit to the action. Actions 
only consume one time block in 
most instances, with the major 
exception of returning to the Dojima 
Residence. Entering your house 
always causes it to automatically 
become Evening, regardless of 
what time it is when you enter 

LOCATIONS 

You can visit as many different places in Inaba per day as you want. There are five main 
tocabons in the game: Yasogami High School. Central Shopping District, Junes Department 

vlrin ' r T 9£ T ^ Plaia and the D °j ima Residence. Each of these areas is split into 
vanous sub-sections, with smaller areas of interest accessible from each sub-section You 

feZual secZ t0 ^ ^ d ° ing 11 ^ °' d - ,ashioned wa * and walkin 9 to the edge of 
maps and pressing 
[X], or you can just hit 
the [square] button. 

This brings up a 
contextual menu that 
lets you move to any 
nearby section that 
you can access, or to 
hop over to map of 
Inaba by leaving that 
section. 
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The other major area you’ll spend major time in is the Central Shopping District 
area, especially when you’re preparing for your next trip to the dungeon There are 
also a lot of quests and various points in the plot that revolve around being able to 
quickly remember which businesses are located where. The actual Shopping District area 
isn t very large, though. It is essentially two connected street areas. The contextual menu is 
the best way to navigate between them. 


LOCATIONS IN CENTRAL SHOPPING DISTRICT 




Shopping District, 
South 

Shopping District, 
North 


Bus Stop. Yomenaido Bookstore, Velvet Room, 
Save Point, Daidara Metalworks, Marukyu Tofu. 
Shiroku Store. Vending Machine 

Chinese Diner Aiya, Town Bulletin Board. Souzai 
Daigaku, Marutake Hobby Shop, Tatsuhime 
Shrine. Tatsumi Textiles. Barber, Electronics 
Store. Closed Store, Konishi Liquors, Bicycle 


'Notes 


Vending Machine sells Orange 
Smash and TaP Soda. 

Vending Machine sells Dr. Salt 
NEO. Second Maid, and The 
Natural Eat at Chinese Diner 
Aiya to boost stats. 



The rest of the game’s areas are only 
a few screens long, and very simple 
in nature. All you should need to get 
around is the following basic informa¬ 
tion about how to find them through the 
Inaba map and contextual menu. 

You cannot explore Junes Department 
Store, although you do visit different 
parts of the store during cutscenes. 

The only thing you can do at the Junes 
location is visit the food court, which 
gathers your party members. Once 
. gathered, you get a menu that lets 

you refresh your memorey about your current deadline, see the week’s weather forecast 
or choose to enter the dungeon. Likewise, at the Samegawa Flood Plain, the only thing you 
ean do'S visrt the Riverbed area where you play the Fishing mini-game and occasionally 
make S. Links and meet quest-giving NPCs. 

If you enter the Dojima Residence location, you will sometimes find a cat by the house If 
you spend the day playing with the cat, you gain boosts for Understanding and Expression 
, you choose to go inside the Dojima Residence, it automatically becomes Evening regard¬ 
less of how much time you’d otherwise have available that day. Therefore, you should never 
enter the Dojima Residence until you’ve exhausted all other possibilities for spending your 
time that day. Even playing with the cat is more productive then just going in there 
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For this section’s purposes, we ll consider Social 
gameplay to be anything you do outside of battles that 
affects your game in some significant way. Social events 
and game systems primarily use decisions you make as the 
main character to affect your relationships, and through them, the 
status of both your Protagonist and 
the persona you use in combat. If 
you want to be successful in combat, 
you have to manage your social life 
intelligently. 

CONVB1SATIONS 

You interact with other characters 
constantly, and frequently get to 
decide what you’ll say to them from 
dialogue trees. Sometimes giving 
particular responses is required in 
order to progress the storyline. In 
particular, what you tell a character in 
S. Link cutscenes can tremendously 
influence how quickly the S. Link in 
question ranks up. 

Other conversations, particularly 
while you’re in school, offer the 
opportunity for mild stat and S. Link 
boosts that are otherwise unobtain¬ 
able Generally, most situations 
offer one answer that is “best", and 
then the others can be anything 
from mildly profitable to neutral. Of 
course, in a game about getting 
the most done in the least amount 
of time, any “free” boost the game 
offers you should be taken. 




That said, remember that in many 

conversations there’s nothing to gain from any particular answer you choose to give. Consult 
the walkthrough or S. Link chapter (as appropriate) if you’re curious about whether a given 
conversation’s options might have hidden rewards. 


Above is a simple example of a conversation where you can give one of three different 
responses, and only one confers a stat boost. Giving the rude “You calling me a loser? 
response grants you a bonus to Courage that you won t get by giving one of the more 
polite responses. 
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demonstrates an important principle 
of the game's social gameplay: you 
generally won’t be rewarded for trying 
to be a nice guy all the time. There are 
many situations that reward you for 
dealing with people in ways that could 
easily be considered selfish, sneaky, or 
rude. Whether or not you want those 
rewards is up to you. 

Something else to remember about 
conversations is that some responses 
have a stat requirement. Simply put. you 
can’t use that response unless one of 
your five core stats is high enough to let you say it. Stat requirements in conversation get 
really inconvenient when. say. you have to meet them to advance or initiate new S. Links. 
This is, in large part, why this guide urges you to raise stats very early in your game. 


r 

r 

r 


PART-TIME JOBS 

There are six part-time jobs available. You can begin taking part-time jobs on April 23, and 
access them by visiting the Town Bulletin Board in the Central Shopping District. Spending 
time doing a part-time job ensures you will earn a little extra money, develops a stat, and in 
some cases develop S. Links. Generally, it is far more to your advantage to invest time in the 
three jobs that develop S. Links than it is to invest time in the three jobs that only advance 
stats. All of the jobs are evening activities, except for Temperance, which is Daytime. Note 
that the base pay rates listed here increase as the job’s required stat goes up. You’ll earn 
more money for the Hospital Janitor job as you become more Diligent. 


V 



Envelope 23-Apr 


Work Table 


constructor 


in your room 

None 



at Dojima 



Residence. 


Translator 

23-Apr 

Work Table 
in your room 
at Dojima 
Residence. 

Knowledge is 
Informed 

Origami 

23-Apr 

Work Table 


crane 


in your room 

Diligence is 

folder 


at Dojima 

Persistent 



Residence. 


Assistant 
Day Care 

23-Apr 

Bus Stop on 
Mondays, Fridays 


Caretaker 


and Saturdays 

isn't Rainy 

None 



wammm 

- • - 


Diligence 1000 yen+ 


Expression 1000 yen+ 


Understanding 


0 yen 

(Volunteer) 


Understanding 4000 yen+ Temperance 
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Hospital 

Janitor 

Tutor 


25-May Bus 

Wednesday, 
Thursday and 
Friday evenings 

25-May Bus Stop on 

Tuesdays. 
Thursdays 
and Saturday 
evenings 


Understanding Expression, 
is Saintly Knowledge 


10000 + 

yen 


The 



CLUBS AND FRIENDS 

In most of the game’s Daytime and After 
School time blocks, you’ll have the option 
of interacting with friends to boost S. 
Links. Who you can interact with changes 
according to what day it is, which S. Links 
you’ve unlocked, and what’s going on in 
the overall plot. Some relationships are 
developed only in Evening time blocks, 
but they're very much in the minority. 


The Strength and Sun S. Links rely on 
you spending time attending after-school 
clubs in order to make progress. Strength 
progresses when you join one of the two 
sports clubs (Basketball or Soccer), and 
then attend meetings on club days. Sun requires you to join the Band or Drama Club, and 
then show up to meetings on Club days. Which club you join makes no real difference in how 
the game progresses, but you do get slightly different sub-plots depending on your pick and 
in the case of Sun, two different girls you can possibly date. 


For example, during your first exam week 
you’ll get a lot of offers from Chie and 
Yosuke to get together and study, which 
gives you a chance to both raise Knowl¬ 
edge and progress their S. Link (although 
studying will not cause an S. Link to Rank 
up). On certain weekends and holidays, 
you'll get calls from friends asking you to 
hang out, which occasionally lets you set 
up outings that progress a bunch of S. 
Links all at once or get unique items. 
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QUESTS 

Generally, you interact with major 
characters to advance core stats and S. 
Links... but you can also get rewards 
from interacting with minor, often 
unnamed NPCs that inhabit your school 
and the town of Inaba, too. These 
interactions don’t necessarily consume 
time, but generally involve being willing 
to help a character fulfill some request. 
When you agree to help a character 
with a request, the game notes it as a 
Quest and you can go to the System 
tab of the Main Menu to keep track of which ones you haven’t finished yet. You can also 
keep track of Quests by flipping to the Quests chapter that starts on page 198. 



m* 


Exactly what minor characters might expect you to do for a Quest varies wildly. Sometimes 
you need to bring someone items from the dungeon or go to talk to someone, or perhaps 
perform a specific task over a period of days. Most quests reward you with items and 
completing the quests given out by the Fox at the Tatsuhime Shrine rewards you with higher 
Ranks in the Hermit S. Link. 



While taking and completing quests usually doesn’t consume time, some 
quests require several days to progress. Turning in the 
Fox’s quests at the Tatsuhime Shrine will consume a 
block of time, just like progressing any other S. Link. 

Remember that you can turn in a completed quest to 
the Fox at the Tatsuhime Shrine on a rainy day. 

Most quests don’t become available until a certain 
day of the year, and you have to wait for them. The 
only exceptions are the Fox's quests, which you can 
receive by visiting the Tatsuhime Shrine. A new Fox 
quest is always available immediately after turning 
in the last one you completed. 


INCREASNG STATS DUONG THE MY 

Don’t forget that you can spend After School and Daytime 
blocks of time on boosting stats, if there are no S. Links 
you want to work on (or if the S. Links available aren't 
ones that also offer stat boosts). When it’s not raining, 
you can play with the cat at the Dojima Residence 
to increase Expression and Understanding. You can 
also gain a big boosts to Knowledge by studying 
at the school library. The cat isn’t available during 
spring or on days with rainy weather, but if you study 
in the library during those times, you get a double big 
boost to Knowledge 
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You can eat at the 
Chinese Diner Aiya in the 
Shopping District to give 
a big boost to one stat per 
day: Courage (Mabo Tofu), 

Understanding (Steak Bowl), 
or Diligence (Pork Spare Ribs 
and Noodles), depending on 
the menu. The menu rotates 
on a completely predictable 
weekly basis: Mabo Tofu on 
Monday and Tuesday, Steak 
Bowl on Wednesday and 
Thursday, and Pork Spare 
Ribs and Noodles for the rest 
of the week. The stat boosts 
offered by eating at Aiya are larger than what is granted for most activities, and especially 
valuable for quickly raising Diligence and Understanding. 

On rainy days, the Diner serves a special meal, the Mega Beef Bowl. This meal costs 3000 
yen but offers simultaneous boosts to three stats, randomly chosen from the following list of 
four: Courage, Knowledge, Understanding, and Diligence. While the individual boosts are 
less lucrative than the ones offered by eating a dish that focuses on the single stat, there is 
no other way in the game to raise this many stats at once on a regular basis. 

EVENING ACTIVITIES 

Being (mostly) restricted to the Dojima Residence during Evenings doesn’t mean you 
have to waste that block of time. You actually have plenty of options for what to do with it. 

For instance, in May Nanako becomes the Justice S Link while Mr Dojima becomes the 
Hierophant S. Link. This means that on certain evenings, you’ll be able to improve those 
S. Links just by talking to them. Two of the part-time jobs that advance S. Links are also 
evening activities and you can opt to work either of them by attempting to leave the Dojima 
Residence after you've entered. 

Keep an eye on the fridge in your 
kitchen as you play through the game. 
On some days, if you examine it, you'll 
find some sort of snack or leftovers 
sitting in there that you can choose to 
eat. Most of the time this is just slightly 
amusing, but some snacks (often ones 
that seem a little rancid) grant you a 
Courage boost for even trying to eat 
them. This does consume time, but the 
Courage boost is large enough to make 
it worth your while until your Courage is 
maxed out. 
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COOKING 

On certain days when you return 
home in the evening, Nanako 
will announce that she bought 
some groceries. Examining the 
fridge gives you a chance to play 
through a simple cooking event. 
Every cooking event in the game is 
unique, and gives you a one-time 
chance to make a particular item. 
All you’ll have to do is make a 
decision about how you’re going 
to prepare whatever it is you’re 
making after you initiate the event 
by approaching the fridge. There’s only one decision to make, and that pretty much dictates 
the quality of your dish. Every cooking event has you making a different dish. 

Note that this game’s recipes are based on Japanese cuisine, or Japanese interpretations 
of other cultures’ dishes. Not all of the ingredients or even recipes will be familiar to you. and 
a decision that you think is best based on how you cook things at home may turn out to be 
wrong. Blame the Japanese palate for your failures, or consult the walkthrough on cooking 
event days if you need some outside help to figure out what kind of cooking decision the 
game wants you to make. 


I went shopping today. The fridge is 
full of food. 


If you make a really bad decision and ruin the recipe, you don’t get to eat lunch the next day 
but should get five Baits for your trouble. If you make something bad but remotely edible, 
you get no Bait and are very unlikely to get favorable reactions from your S. Link partner at 
lunch the next day. If you get three Baits after making a recipe, then you probably did things 
correctly and can expect a boost from whoever you feed it to at school tomorrow. 


That said, the fishing game has a 
relationship with certain quests you can 
access much earlier in the game, and you 
also have the opportunity to trade fish 
with an old man who spends his time at 
the Riverbank where you fish. 


FISHING 

Fairly early in the game, you speak with an old man who initiates Persona 4’s fishing mini¬ 
game While simple, fishing is reflex-based and how many attempts you can make on a given 
fishing trip is directly tied to your Diligence stat (essentially, get’ll get one attempt per stat 
level up to a maximum of five per day). For the most part, fishing is best left until later in your 
game, when your Diligence is at least 
Strong (Level 3). You can raise Diligence 
higher if you like, but note that higher 
Diligence won’t benefit you in very many 
aspects of the game except fishing. 


Falcon Eye 
Chest Key 
Bait 
Cancel 


j| 1 Oh, lookin' to trade, ttuh'* 

* Well, iu?re *. vdial I have n«ht nov 


40 PERSONA 4 OFFICIAL GUIDE 



The old man’s selection 
of items he’ll trade changes 
every month, and some of the items 
he offers are extremely good and hard 
to reliably obtain otherwise. Consult the 
walkthrough for a list of the old man’s 
monthly trade selection. 


Fishing is actually one of the game’s fe 
activities that can be performed during 
the day or evening, and also during 
rainy days. That said, if you fish while 
it’s raining, you get better chances to 
catch rare and more valuable fish. If you 

want a particular fish but don’t want to spend time trying to catch it, keep an eye on Tanaka’s 
Shopping Channel on Sundays. Occasionally, sets offish are offered for sale, and sometimes 
these can include very rare fish required by certain quests later in the game. There are also 
quests that just call for you to have large quantities of any type of fish on hand. 

The actual act of fishing is not at all difficult once you get the hang of it. Remember that each 
attempt costs Bait, whether it’s successful or not. You can get Bait from cooking events, 
trading fish with the old man by the river, or by just talking to a lady who hangs around outside 
the Dojima Residence. She gives you free Bait for every non-rainy day in the game. Between 
that and cooking, you should never have to get Bait from the old man. 

When fishing, first use the [X] button to cast your fishing rod’s line into the water Position 
your thumb over the [circle] button. Wait. You’ll feel regular pulses of rumble that grow a bit 
quicker as a fish draws near. Keep your eye focused on the bobber in the water. When it 
drops below the surface, the rumble becomes continuous. Hit the [circlej button immediately 
and begin pounding it to help you reel the fish in. Keep another finger or the tip of your thumb 
ready to begin hitting the [triangle], [X], or [square] buttons when that prompt comes up. Doing 
this successfully reels your fish in more quickly and cuts down on the chances of your catch 
getting away with the Bait. 

Just as the old man’s selection of items he’ll trade for fish changes monthly, what you can fish 
for changes a little as you progress through the game. Early on, you’re likely to always catch 
one of four fairly common types of fish: Red Goldfish. Amber Seema, Genji Ayu, and Inaba 
Trout. As you go fishing later in the year, you slowly gain better and better chances of catching 
the rare Huge Fish. Once you've taken the final Fox Quest, you can also attempt to catch 
the rarest fish of all, the Guardian. Remember that your chances of catching rare fish go up 
dramatically on rainy days, and throughout the month of December. 

There are a few tricks you can use to ensure you’re getting rare fish when you specifically 
want them. One is simply to save your game before you go fishing, and reset if the rare 
fish you want doesn’t spawn before you're out of fishing attempts. The selection is basically 
random, so your chances of getting something different after resetting are very good 
(though your chances of getting what you want are still basically random). The constant 
reloading and resetting can get tedious, but it also means you don’t waste in-game time on 
unfruitful fishing trips. 
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When a rare fish has spawned and is about to bite your hook, you’ll feel more 
intense rumble vibrations through your controller than you will for a common type 
of fish. If you cast your line and feel only mild vibrations, you can abort the attempt 
without using up Bait by simply hitting the [circle] button before the fish bites and the 
bobber falls beneath the water. This makes the Protagonist cast his line again, and 
essentially forces a different fish to spawn. Note that declining a fish does take up one of 
your fishing chances for the day, but also means you don’t have to put up with the trouble of 
catching a fish just to find out it’s not at all what you want. If you combine this trick with the 
reload trick, then you should be able to get rare fish when you need them without having to 
invest too many days in it. 



RAISING STATS IN EVENINGS 

From the beginning of your game, you’ll have the option to study at your desk for a 
Knowledge boost that is essentially free. There is also a random chance to get a double boost 
every time you study there, although even a double evening boost is only slightly better than 
studying in the library when 
school is in session. 

Any Part-Time job that calls 
for you to go to your Work 
Table is essentially something 
you can only do during your 
Evening time block, which will 
give moderate boosts to a stat 
and a little money. These jobs 
are okay early in the game, 
but later you should ignore 
them in favor of much better 
ways to boost stats and the 
evening jobs that let you work 
on stats while also progressing 
an S. Link. 



For instance, when you initiate 

Quest 30, you get a model kit that you can work on in the evenings at your Work Table. Every 
evening you spend working on it grants a Diligence boost as significant as eating Pork Spare 
Rib and Noodles at Aiya, though you can only work on it for so many days until it’s complete. 
That said, your reward for completing Quest 30 is another model kit to assemble that grants 
significant Diligence boosts per day until you complete it. Remember that you can display 
these models, once finished, by approaching your shelf and pressing the [X] button. You can 
also display the Mokoi Doll key item you earn as a reward from another Quest. 


Additionally, you'll have the opportunity to purchase books at the Yomenaido Bookstore (and 
later there are other ways to acquire books, too). Books tend to be very inexpensive — no 
more than a couple thousand yen, and choosing to read a particular book on your sofa is 
going to grant significant boosts to one or more of your core stats. Books generally go on 
sale on a certain date, and you can drop by Yomenaido to pick up your copy at any time 
before the bookstore starts selling something else. 
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Note that the copy you 
buy is always the last. That’s 
because all books are unique items. 

You can never get multiple copies of 
a given book. If you don’t buy a book 
when it’s on sale, or fail to initiate an 
event or Quest that rewards you with it. 
you will never obtain it. You don’t need 
any of the books to beat the game, but 
an item collector should plan ahead for 
easy-to-miss titles like Witch Detective, 

The Divine Way. and Fun with Numbers. 

In general, books are useful because 
they give you more options for raising 
stats in the evening. 

When reading a book you have the choice to skim it or to read 
it thoroughly; you get the same stat boost either way. but 
reading it thoroughly lets you see an amusing sample of 
the book’s text. Note that you can only get boosts from a 
particular book after you’ve finished it. and after that the 
game generally won't let you spend more time reading 
until you buy another book. Books that boost a single 
stat grant larger boosts, while titles that boost multiple 
stats give smaller ones (but they’re still good enough to 
be worthwhile). 


The Timid Tp.ither series 
Manuals 

Books for underaged readers 
Never mind 


• wlm h book do you want to read? 


The game breaks books you acquire into groups, so 
if you're reading to boost a particular stat, you want 
to make sure you know which category it fits into. All 
Courage-boosting books are in the Man’s Life series. 
Understanding books are in the Timid Teacher series, 
the various “Way" titles are in the Manuals category, 
and everything else is sorted into “Books for 
underaged readers". 


Once you select a category, you automatically 
begin reading the first available book in it and 
there’s no way to back out. It can be useful to 
save your game at the calendar downstairs 
before starting to read, just in case of a 
mistaken button-press or wrong pick. 
Unfortunately, you cannot change which 
book you are reading until you have 
finished it and there’s no way to skip 
books in a given category’s sequence. 
Generally, the game is going to force 
you to read books in a given series in 
the order in which you acquired them. 










• iwwwfcr ww&y 

The Great Man 
Off Today 

The Gent/e Way 

Witch Detective 
Forever Macho 

The Punk’s Way 

Short on Cash 


rxnowieage, txpression 

Courage 

Understanding 

Knowledge, Expression 

Understanding, Diligence 

Courage 

Knowledge. Expression 

Understanding 


Cdl <11 


turner *iya more man a times 


Guide to Pests 

Men of History 

Fun with 
Numbers 

Changing 

Careers 

The O-Cha Way 

Riddiemania 

The Divine Way 
Man-God 
Sensei’s Friends 

Who am I? 

Farewell to Man 
The Last Class 


Knowledge, Courage 

Courage 

Diligence, Knowledge 

Understanding 
Knowledge, Expression 

Understanding, Diligence 

Knowledge, Expression 

Courage 

Understanding 

Diligence, Knowledge 

Courage 

Understanding 


Vomenaido Bookstore on 4/20 
Yomenaido Bookstore on 5/7 

Reward for completing Quest #8. first available 
on 5/23 

Strength S.Link Event on 5/29 

Yomenaido Bookstore. 6/1 

Reward for Completing Quest #14. first available 

on 6/3 

Yomenaido Bookstore, 6/28 

Reward for Completing Quest #22 first available 
on 7/3 

Yomenaido Bookstore, 7/15 

Date with Strength. 7/17. Accept a call from Kou 
on 7/15, and then during the conversation say “I’m 
allergic to math." 

Yomenaido Bookstore. 8/4 

Date with Strength on 8/10 

Reward for Completing Quest #27. first available 
on 8/1 1 

Go to the Summer Festival with a girlfriend on 8/21 

Yomenaido Bookstore. 8/24 

Yomenaido Bookstore. 9/20 

Reward for completing Quest #34, first available 

on 9/26 

Yomenaido Bookstore, 10/9 

Yomenaido Bookstore, 11/1 


THE FUTON 

If you go to your Futon and select it with the [X] button, your character goes to sleep and 
the date passes to the next day. It is never in your best interests to do this instead of 
reading a book, working at your table, studying, fishing, or basically anything else. That 
said, if you ve just spent an afternoon fighting in the dungeon, the game won’t let you do 
anything in your room that increases stats, or any evening activities outside the Dojima 
Residence If Dojima or Nanako are available for their S. Link events, you can do that, and 
you can also do a cooking event if one happens to be on that day. Otherwise the game is 
going to force you to go right to bed. 

An evening where you just go to your Futon to go to sleep won’t necessarily be wasted. 
Whenever you select the Futon to end an evening time period, there is a random chance 
that you will have a random dream about a randomly selected person you currently share 
an S. Link with. 
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I > You had a dream that you and 
* Ytfcfco wifp wearing lmharlor 
masks and wrestling... 


These dreams are 

wasted if you have them 

about, say, the Fox or Death, who 

have fixed S. Link rank up conditions, 

but can actually be very useful for other 

characters. 


If you do have a dream about someone after 
lying down on the Futon, try spending time 
with them on the next day they're available. 
Your chances of ranking up are improved. 
There are some other things you can do to 
make S. Links rank up faster, too. 


SPEEDtNG THROUGH S. UNKS 

There are two main factors you can use to speed up your S. Link progress: your exam 
scores, and carrying the right persona. There are also semi-random events to consider, too. 

Exam scores are the result of the game’s four exam periods. The walkthrough explains how 
taking exams and scoring works, but the gist of it is that after you finish your exams, exam 
scores are going to be posted. How high your scores are on the list has an immediate effect 
on how rapidly your friends' S. Links rank up. 

The better you do, the bigger a bonus to the rate at which all of your classmates are going 
to be ready for their next Rank up event. Even better, you get rewards from Ms. Sofue (who 
hides in one of the Classroom Building's 2F stairwells), Dojima, and Nanako after every set 
of exams, based on how you did. Just talk to them to get your prizes, but note that unclaimed 
prizes disappear if not claimed by your next set of exams. 

Remember that part of your performance in exams is based on your Knowledge stat. With 
maxed-out Knowledge, you can easily take top scores in your class and get a huge bonus 
to how quickly your S. Links with classmates improve. You also get a mild bonus for being 
in the top ten. In combat, you have the ability to make use of a variety of mystical beings 
called persona. They, like your S. Links, are organized into the 21 major Arcana of the 
traditional Tarot. If you are carrying a persona that corresponds to the Arcana of the S. Link 
you are about to interact with, you are going to get a significant boost to how quickly that S. 
Link Ranks up. In the case of S. Links that rank up slowly, like Temperance, this increase is 

essential to being able to max out the S. Link 
in a timely fashion. 

Note that all bonuses to S. Link advancement 
will stack. If you’re at the top of your class 
and carrying a corresponding persona for 
a classmate you dreamed about last night, 
you are extremely likely to Rank up that 
person's S. Link the next day Using bonuses 
in this way is essential to any scheme to try 
and max out every S. Link in the game on a 
single pass. 


KO 


i > Since you have latayu, 
a Persona of the Sun Arcana, 
iT you two might net aloriH well 
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Eventually, you do get around to 
fighting enemies in Persona 4 The plot 
demands that you head into dungeons 
and defeat the boss of each dungeon 
by a certain day of the year. If you fail 
to do this, it is instant Game Over. So. 
in addition to managing your various 
social goals, you must also manage 
your combat goals if you want to pursue 
any sort of satisfying ending. 

Combat, however, is subject to the same time constraints as everything else. Entering the 
dungeon commits a Daytime or After School block to dungeon crawling. The block doesn’t 
end until you leave the dungeon, so it’s in your best interest to stay in the dungeon for as 
long as possible, and achieve as many goals there as you can. When you’re ready to go to 
the dungeon, talk to one of your party members or just go to the Junes Department Store 
Food Court area. Opt to go into the TV from the contextual menu that appears there, and 
you’ll head to the entrance area that exists inside the TV. From here you can select to go 
into any dungeon which you’ve opened via following the game’s plot. Before you do this, 
you will want to make sure you’ve stocked up on gear and that you’ve saved your game. 

rmytSANDEQlMPM^iT 

You will always want to visit the South Central Shopping District before heading into a 
dungeon. Two very important shops are located here: Daidara Metaworks and Shiroku Store. 
At Shiroku Store you can buy various healing items, and you always need to buy at least 
one Goho-M item before entering the dungeon. If your party gets into significant trouble, like 
running out of SP and healing items, you can use a Goho-M to teleport instantly out of the 
dungeon before things get any worse. There is a skill in the game that duplicates its effect 
(Traesto). but it's very easy to get your party into situations where no one has any SP left to 
use to escape. 

At Daidara Metalworks, you can buy 
weapons, armor, and accessories. Weapons 
affect the damage dealt by your character’s 
default Attack command, and how likely that 
attack is to connect. Armor affects how much 
damage a character takes from all incoming 
enemy attacks, and how likely a character 
is to dodge those attacks. Accessories can 
affect any number of characteristics, and you 
should always check an accessory’s function 
before equipping it. You will always want to 
use the best possible weapon and armor you 

can afford on your Protagonist and the other three party members. You may also occasionally 
need to buy accessories to suit a particular boss battle 
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What this means for you ■ 

is that you will want to fight -i 

as many different types of enemies ■ 

in the dungeon as possible, so that you I 

get lots of different types of materials to give ■ 
Daidara. If you consistently run away from any ■ 
single type of enemy, chances are you will I 

end up missing an important drop that would ■ 

unlock equipment you need. You also want I 

to be extremely aggressive when it comes | 

to fighting rare rainy day enemies in the E 

dungeon, because their rare drops are going 
to unlock some of the best equipment in the game. 




That\ a V7rro Board!? 

To «et yotr hands on a material 
Ifce that...! 


TANAKAS AMAZING COMMODITIES 

The dungeon spawns treasure chests that have useful things in them, and we just talked about 
the importance of getting stuff from Daidara and the Shiroku Store. That said, there’s another 
type of shopping available in the game that you should make sure you take advantage of — 
Tanaka’s Amazing Commodities. This TV shopping show runs on Sundays. If you don't check 
it before you leave your room on a Sunday, then your chance of buying whatever Tanaka was 
offering that week is gone forever. This means that whenever you take a phone call on Sunday 
and agree to go out with someone, you’re giving up on whatever Tanaka was offering that week. 

Each week Tanaka offers a different assortment 
of products, grouped into two bundles. 

One usually contains a rare or otherwise 
unobtainable piece of equipment, while the 
other is going to be a big bundle of consumable 
items or fish. You can only buy one of the 
two bundles offered each week, and the 
walkthrough always lists what’s available during 
a given month. If you keep up with Tanaka, 
then you can get some really great stuff that is 
otherwise hard to obtain. If you don’t... well.. 

If you don’t buy from Tanaka regularly, you 

miss out on one very big bonus — Prize Stickers. For each bundle of items you buy from 
Tanaka, you get a prize sticker. You can take prize stickers to the mailbox in the Central 
Shopping District North and send off for complimentary sets of bonus items. Generally, these 
bonus items are extra healing items, and you can get some really good ones this way. Each 
time you send away, you can request a random item from the “Plentiful Combo or “Rare 
Combo" sets below, shipped to you in the quantity listed. You always want to keep track of how 
many stickers you have, and send away immediately whenever you acquire more than three. 

Plentiful Combo: Muscle Drink x 5. Odd Morsel x5. Rancid Gravy x5. Firecracker x5, Ice 
Cube x5, Pinwheel x5, Ball Lightning x5 



Rare Combo: Snuff Soul xl, Chewing Soul xl, Amrita Soda xl, Bead Chain xl, 
Homonculus xl 
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You have a random chance to get any 
of the following items, which are all 
single-use items that can damage your enemies in combat: Firecracker, Sun-Tzu Tama, Ice 
Cube, Dry Ice. Pinwheel, Yashichi, Ball Lightning, or Tesla Coil. You find tons of these items 
in the dungeon, so none of them are really worth it. That said, your prize is always going to 
get stuck and you II have to ask the Shiroku Store’s owner to come get it out for you. When 
she does, she’ll always give you one or two Chest Keys for your trouble. 




THE CAPSULE MACHINE 

Next to the vending machines at the 
Shiroku Store stand a pair of capsule 
machines. On most days, the dials are 
rusted shut and you cannot use them 
to do anything. On days where it rains, 
however, the dial starts working again. 
You can opt to spend your After School 
or Daytime block of time in order to 
insert 200 yen in a machine and see 
what pops out. 


You want lots of Chest Keys. Two kinds of chests spawn in the dungeon: normal chests, 
which you can just walk up to and open, and Rare Chests, shimmering golden chests that 
can only be opened with a Chest Key. Rare ones often hold rare equipment that’s better 
than whatever you can buy from Daidara at that point in the game, and very powerful 
healing items. Besides the Shiroku Store owner’s kindness, you can only get Chest Keys 
by fighting golden enemies, finishing certain quests, trading fish, or getting lucky and finding 
them in normal dungeon chests. It's up to you whether or not an afternoon is worth cheap 
keys from the Shiroku Store owner. 



DUNGEONRULES 

Dungeons in Persona 4 are semi-randomly generated, and populated 
with a semi-random assortment of monsters. There are rules for where 
Shadows can spawn in each dungeon, but exactly what you’ll face on 
each floor is going to be determined as a random assortment from a list 
of possibilities. Check the walkthrough if you’re curious about what 
can possibly spawn on a given floor of a given dungeon. 

Every time you enter the dungeon, a block of levels is 
going to be generated. Most of these dungeons are 
around eleven floors long. For each dungeon, all 
but two or three levels will be generated randomly. 
The pre-designed levels are always going to 
occur at certain floors of a particular dungeon, 
and you should consult the walkthrough for maps 
of these levels. Remember that the final level in most 
dungeons is just going to be where the dungeon boss 
resides, with a save point right in front of the door that 
triggers the boss battle. 






Persona 4 has an 
extremely useful auto¬ 
mapping function that displays 
automatically as a mini-map in the 
lower-left corner of your screen. You 
can enlarge it to look at a full map of all 
the ground you’ve covered in a level by 
pressing the start button, and the game 
also records your map data for future use 
throughout the rest of that particular trip 
into TV World. So, for example, if you skip 
a Rare Chest but then find a Chest Key 
on another floor, you can easily backtrack. 





You have to clear each dungeon once as part of the plot. Later, you can go back to revisit 
dungeons, usually after reaching a certain date on the calendar. When you revisit a cleared 
dungeon, you’ll be able to fight a new optional boss at the end of it. Beating the optional 
boss grants your Protagonist a significant boost to his Courage stat, and you’ll also be able 
to find a piece of bonus equipment hidden somewhere in the optional boss’s room. 






Non-boss encounters are represented by Shadow icons that float or crawl throughout the 
dungeon. Which icon is used to represent an encounter doesn't really mean anything, but 
pay careful attention to the size and speed of the Shadow icon. This roughly indicates the 
difficulty of the encounter. The bigger and faster a Shadow icon is moving, the more potent 
it is relative to your party’s average level. If the Shadow is golden, then 
you’re going to fight a Golden Enemy who gives little EXP but tons of 

money and 
a Chest 
Key upon 
defeat. If the 
Shadow is 
glowing in a 
variety of very 
bright colors, 
you’re going to 
fight an excep¬ 
tionally difficult 
encounter. 

Battle begins when 
either you touch a 

Shadow, or vice-versa. You can tap [X] to attack the Shadow with the 
weapon you’re carrying, which means your party gets the advantage (or 
less of a disadvantage) when battle begins. If the enemy touches you 
first, or is significantly more powerful than your current party, then the 
enemy begins with the advantage. Whoever has the advantage gets an 
extra round of turns. The Shadow icon disappears after you’ve defeated 
a particular enemy, but note that Shadows do eventually respawn. 
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BATTLING SHADOWS 

Combat uses a somewhat traditional 
turn-based system, but with one 
very big difference that is going to 
become the centerpiece of your 
combat strategy. This special set of 
rules is called “1 More” and is featured 
prominently in most of the recent 
Shin Megami Tensei games. “1 More” 
rules describe conditions under which 
players or enemies can take extra 
actions per turn (otherwise, it’s usually 
one turn per character or enemy). 
Remember that some bosses, by default, get two actions per turn. “1 More" rules, in those 
cases, apply to each of the boss's turns individually. 


Any player or enemy hit by an attack that exploits one of their damage weaknesses is 
Knocked Down on top of taking more damage than usual from it. and the attacker gets to 
take a second action. If the attacker manages a second attack that exploits the target’s 
weakness, then the target becomes Dazed and cannot take any actions during the next 
turn of combat. The turn after that, the dizziness passes and the character stands up. A 
Shadow or character that is Knocked Down or Dazed takes roughly 1.2 times standard 
damage from attacks. Also, there's a chance that simply beating on a Knocked Down 
enemy may Daze it. Note that most bosses have intrinsic immunity to Dazed status. 



If you can Knock Down or Daze all of 
the enemies in an encounter, then your 
party can use an All-Out Attack. In an 
All-Out Attack, all of your available party 
members attack the hapless enemy 
(or enemies) at once, in a big cloud of 
dust. All-Out Attacks have their own 
damage type that some enemies in the 
game do resist. Otherwise, they are 
usually powerful enough to wipe out 
most random encounters and wound 
most bosses. The trick to ending battles 
quickly is to Knock Down all enemies 
immediately, then All-Out Attack to finish 
the battle off. Note that any party members who are Dazed. Unconscious, or suffering from 
certain status ailments can't join an All-Out Attack. 



In Persona 3, there were few ways to compensate for suddenly running into an enemy 
who could consistently hit a party member’s damage type weakness. That enemy would 
rack up tons of free turns and could really make your party bleed damage. Persona 4 
changes the “1 More” combat system dramatically by offering a new option that can let a 
party member with a damage type weakness try to protect him or herself. This new option 
is the Guard command. 
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A party member hit 
by their weakness while 
Guarding will not be Knocked 
Down, and Guarding roughly halves 
all incoming attack damage. A Guarding 
character is also immune to status 
ailments until he or she drops Guard. 

The main complication with Guarding is 
that all characters immediately drop their 
Guard after being attacked once, so you 
cannot use Guarding to tank through 
waves of damage It’s good for protecting 
a character against essentially one 
single attack. Your ability to use Guard 

effectively in combat is going to become a matter of life or death when fighting bosses. 


( f’WMHWS 




You can discover a Shadow’s weaknesses by hitting it with varying types of attacks 
until something achieves Knock Down. Note that not every Shadow necessarily has an 
exploitable weakness. Your support ally keeps track of information you’ve gathered about 
Shadows, including HP and SP counts. You can access it again at any time by using the 
Analysis command on an enemy you’re about to fight. Eventually you’ll be able to see lists 
of enemy Skills, too. You can also just look this stuff up in the Data section in the back of 
the guide, but the Analysis command is more convenient when not fighting an enemy for the 
first time. 



What weaknesses your Protagonist and party members have are determined by the 
persona they use in combat. Your allies only get one persona to use throughout the 
game, so their weaknesses are easy to memorize. The Protagonist is special, in 
that he can not only equip lots of different persona, but can actually 
equip several different ones in the course of a single battle. By 
using the Persona Change command, your Protagonist can 
opt to equip a different persona once per turn (counting all “1 
More" actions). This makes your Protagonist by far the most 
versatile and powerful of your characters, but the trade-off 
is that if your Protagonist’s HP is ever reduced to 0, it’s an 
instant Game Over for you. 

A final note about battling Shadows in the “1 More" 
system: if you start a fight with one while multiple 
Shadows are in the area, the other Shadows can still 
attack you. This creates a situation where you have 
to fight multiple time in sequence. The Shadows can’t 
all gang up on you at once, but you won’t be able to 
take any sort of break to heal between the consecutive 
encounters, and any debuffs or status ailments afflicting 
your party carry over into the second encounter. If you’re 
handling enemies well, the consecutive battles won’t make 
much of a difference, but a situation like this can be lethal if 
you’re struggling. 
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COMBAT MENU 

The “1 More" principle that forms the 
core of Persona 4’s combat system is 
the only really unusual thing about it. 

As such, most of the features of the 
Combat Menu are fairly self-explanatory. 

Attack lets you do a standard physical 
attack with your weapon that costs 
nothing. Unlike P3 , in P4 it does not 
feature multiple types of physical 
damage. Note that your weapon stats 
only affect your basic Attack, not any 
other skills you might be using to attack. 


The Item command lets you use any of the combat-use Items currently in your inventory, 
which can do everything from healing, restoring SP and damaging enemies. Most of your 
Items should come from treasure chests found in the dungeon, and you want to hoard the 
best ones for use during particularly dangerous encounters. 



Escape is an option you won’t use much, but is vital if a battle is really going against 
you and for whatever reason, you can’t mount an effective offense. Your support ally 
will announce her or she is looking for a way out of the fight, and you’ll continue taking 
normal actions. Eventually your support ally should announce that her or she found an 
opening, and then you can just confirm with [X] to run away. Note that some battles can’t be 
escaped, and some truly nasty foes may be able to kill you 
before your support ally can find an opening. 
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Skills serve the “spell-casting" function most 
players would expect from an RPG, with 
individual skills usually costing SP. Skills, like 
weaknesses, are not really intrinsic to any of 
your characters. Instead, they're intrinsic to the 
persona they use. Since all of your party members 
except the Protagonist are locked to one persona 
throughout the game, they tend to end up specialized 
for playing certain roles in combat or dealing certain types 
of damage due to their skill selection. 


Your Protagonist can use Persona Change, and 
therefore has access to a potentially limitless 
pool of skills. Note that skills have intrinsic hit 
and damage rates that are modified only by 
the persona’s intrinsic stats. Your character’s 
weapons and armor never affect how skills work, 
although a handful of accessories can enhance 
particular skill functions. 


1 




There are limits on how 
many skills a persona can 
have and on how many persona 
your Protagonist can carry around. 

Generally, no persona can have more 
than eight skills at once, but many 
persona can certainly learn more than 
eight throughout the course of the game. 

For a persona’s ninth and later skills, 
you can only keep them by choosing to 
have them replace one of the eight your 
persona already knows. 

Some persona can learn passive skills. 

These skills can’t be used directly in or out of combat, but instead influence tne way 
skills work, or may give your persona additional defensive abilities and damage type resis¬ 
tances. Note that these skills count toward a persona’s hard limit of eight, so you want to be 
fairly selective about how many you let any given persona tote around. 

For the first part of the game, your Protagonist can only carry around six persona at a time. 

At level 20. this increases to 8; at level 25, to 10; and at level 30. to its maximum of 12. If you 
want to acquire more persona beyond your current maximum limit, you have to dismiss some 
persona you’re already carrying around by highlighting their names in the persona section of 
the Main Menu and pressing [triangle]. 

skill use is the core of advanced combat strategy in Persona 4, because you generally need 
to use a skill to do any type of damage besides vanilla physical. It becomes vital to know 
which current party members and which of the Protagonist's persona are capable of dishing 
out various damage types. For recognizing damage types of an attack at a glance, use the 
icon next to the skill’s name. If no icon is present, then the skill effectively has no damage. 

CORE DAMAGE TYPES 
* Hre I* IceBee /r WM/* Phys 

The core damage types are more or less the heart of combat in Persona 4. If you hit an 
enemy that is weak or susceptible to this type of damage with a skill or other attack that does 

corresponding damage, the enemy is 
Knocked Down. Otherwise, you’ll just do 
lots of damage. 

Enemies aren't just weak or normally 
susceptible to different elemental damage 
types in P4, too. Enemies can be strong 
to an elemental damage type, and 
take reduced damage from its attacks. 
Enemies can also Null a particular 
damage type, which simply makes it do 
nothing at all to them. An enemy might 
Drain damage, essentially being healed 
by attacks of that element. 
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Enemies aren’t just weak or normally susceptible to different elemental damage 
types in P4, too. Enemies can be strong to an elemental damage type, and take 
reduced damage from its attacks. Enemies can also Null a particular damage type, which 
simply makes it do nothing at all to them. An enemy might Drain damage, essentially being 
healed by attacks of that element. 



Perhaps the worst is when an enemy Reflects damage. If you attempt to attack an enemy with 
a skill that does fire damage, and the enemy reflects Fire, then your character just damaged his 
or herself. If you use a skill that attacks every enemy in an encounter with a damage type they 
all Reflect, then the damage is going to be reflected back onto you for every single enemy in 
that encounter. This can pile up and get really painful after awhile. 

It's generally best to save your skills for use on enemies that are weak to a given damage type 
Otherwise, try to get the most mileage you can out of your physical attacks. Some enemies will 
resist, null, or even reflect Phys damage, though, and in those cases you pretty much have to 
spend SP on doing elemental damage instead. 

Note that for skills that do advanced physical damage, you actually just spend HP to cast 
them. This is somewhat useful, in that you can use them more freely in the dungeon than 
skills that consume SP. The downside is that if you use them constantly, you may run down a 
character’s HP even more quickly than you would just having him or her soak enemy attacks. 
You’ll have to rely on your own judgment to determine which situations are suitable for these 
skills, and which aren’t. 

INSTANT KILL DAMAGE TYPES 
♦ Light / ' Dark 

Light and Dark are the oddball elements 
in the Persona 4 system. They are, 
technically, damage types. Enemies 
can be weak to them, null them, and 
reflect them. Light and Dark do not deal 
numerical damage, though. Instead, Light 
and Dark are Persona 4's “annihilation" 
elements. Light powers “like" the Hama 
family of spells and Dark powers like the 
Mudo family. Both spell families have 
a chance of instantly killing an enemy 
they're cast on. . or instantly killing one of 
your characters 



As the Hama and Mudo families get more powerful, their techniques begin affecting multiple 
enemies on the field and have greater intrinsic rates of success. An enemy who is weak to 
Light or Dark is going to be automatically affected by any spell in the line, though, even the 
weakest ones. 


Your enemies learn Hama and Mudo spells. The farther you go in the game, the more likely that 
they are to cast these spells on you. Eventually it’s going to be important to keep persona with 
Null Dark and Null Light around to protect your Protagonist. Losing a party member to Hama or 
Mudo isn’t so bad. but losing your Protagonist and seeing a Game Over due to an instant kill 
spell is painful. You need to stay on your guard. 
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Persona 4 offers 
more ways to protect your 
Protagonist and party against 
Instant Kills than previous Shin Mega 
Tensei games. The simplest is the 
Homonculus, a consumable item that 
“die" in place of a character if a Harm 
Mudo spell is successful. These are f 
to buy outside of using Prize Stickers 
get them from Tanaka, but if you hoai 
them they can really come in handy ii 
the game’s final dungeons. 


A party member you’ve established an S. 

Link with eventually gains the ability to shield the Protagonist from mortal blows. This ability 
applies to situations where an enemy has successfully cast a single-target Hama or Mudo 
upon him. The party member will push the Protagonist aside and die in his place. At high S. 
Link levels, a character who takes a blow like this for the Protagonist may actually be able to 
survive it with 1 HP left. Note that a party member won’t attempt to die in your Protagonist’s 
place if you have a Homonculus available to absorb the “kill". 


UPTYPED DAMAGE 

Generally, skills that don't have a damage type associated with them perform some support in 
combat. There are numerous healing and reviving spells. There are buffs that increase ally stats 
and debuffs that decrease enemy stats. You can also inflict various status ailments on enemies 
with skills, or relieve an ally who was hit with one by an enemy. 


Now, in most RPGs, the only support abilities really worth using are your heals, with the various 
buffs and status ailments too weak to really matter. This is really, absolutely not the case in 

Persona 4. In fact, one of the worst 
mistakes you can make in this game is 
to ignore your support spells. Buffs and 
debuffs make a major difference for the 
turns while they’re in effect when fighting 
bosses. Note buffs and debuffs generally 
last only three rounds, whether cast by 
an ally or enemy, so you need to keep 
re-casting them. 

When fighting rare golden enemies, 
exploiting status ailments is usually 
one of the best ways to keep them 
from running away before you can do 
enough damage to kill them. Enemies also really like to use status ailments on you, but 
remember that Persona 4 has a sense of fair play. Ailments do everything to enemies that 
they do to your characters. Remember that all status ailments will eventually expire naturally 
after so many turns pass in combat, and that none of them affect your party members 
outside of combat. 
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Dazed 

Confuse 

Enervation 

Exhaustion 

Siience 

Fear 

Unconscious 


Every action a character takes in combat depletes HP, and your ability to damage 
enemies is halved. 

Character automatically attacks every time their turn comes up in battle. Damage is 
doubled, but defense »s halved. 

Character is dizzy and loses one turn of action. 

When a character s turn comes up, they can only attack an ally, do nothing, or 
Waste Money. 

All stats are effectively halved. 

Every action depletes SP, and the character takes more damage from enemies. 
Character loses all use of skills. Protagonist loses access to Persona Change 
ability. Note a Silenced enemy can waste turns by attempting to use skills anyway 

The only action a character can take is to try to Escape from the battle. Often 
stacks with a gruesome ability called Ghastly Wail that instantly kills any opponent 
suffering from Fear. 

Game Over if the Protagonist becomes unconscious. For party members, 
Unconscious status means they can take no more actions until revived with an Item 
or skill. Characters unconscious at the end of a battle receive no share of EXP. and 
revive with 1 HP when combat is completely over. 


As a Final note, there are skills that allow you to deal numerical damage in the manner 
of the core elements, without actually attributing a damage type to the element. This 
"non-type” of damage is Almighty damage. It is primarily useful in dealing with the rare 
enemies who resists all of the core damage types without being especially vulnerable to 
Light or Dark’s instant kills. Almighty spells are always multi-target and are also extremely 
expensive in terms of SP consumption. 

TACTICS 

Persona 4 lets you automate what your 
party members do in combat. The P4 Al 
for your allies is unusually smart and can 
be relied upon to take care of itself very 
well in combat with standard enemies. 

Against bosses, your ally Al is more likely 
to make mistakes but can still hold its own. 

The game gives you multiple Al settings 
to use in various types of situations. You 
always give the Protagonist direct orders, 
but you can opt to alter the Al settings 
your Protagonists are using at any time by 
going into the Tactics portion of the Combat Menu. You can also change Tactics between battles 
by pressing [square] while in the dungeon There are five settings for the Al. 
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On this setting, a character 
does basically whatever he or she 
wants based on the Al’s assessment of 
the situation. This is not a setting you want 
to leave your ally Al on all the time, as it is 
going to lead to the Al burning through SP 
too quickly. It's fairly good against bosses, 
though, as it keeps the Al from being too 
single-minded about attacking. Note that 
all party members use this Al setting by 
default upon joining the party, and you 
have to change it if you want them doing 
something else. 

FkJAssmJt 

This is the perfect setting for damaging 
a potent set of enemies or a boss as 
rapidly as possible, because it makes the 
character focus on efficient offense to 
the exclusion of all other considerations. 
Your characters will begin to hammer on 
known weaknesses and can generally 
be expected to make efficient decisions 
regarding which skills to use against the 
enemy. If you have a lot of characters 
operating on this setting, you need to 
keep an eye on their HP counts yourself. 


Conserve Sp 

Perfect for handling run-of-the-mill encounters that don t require a lot of 
fancy skill use to defeat. Allies on Conserve SP will use their healing abili¬ 
ties and their physical damage skills freely, but avoid using SP-consuming 
skills even when enemies are weak against them Just make sure you 
remember to take allies off of this setting if an encounter starts getting ugly 
to the point where damaged inflicted by the enemy exceeds your allies 
ability to heal. 

HearSifjpoiT 

This is a great setting for characters like Yukiko 
and Teddie who have tons of healing and buff/debuff 
abilities. In a boss battle situation, you may find it 
is most efficient to simply set a character like that to 
Heal/Support to automate the entire process of keeping 
ally HP high and making sure all available buffs and 
debuffs are being applied Note that a character on this Al 
setting generally won’t attack under any circumstances. 
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Dkect Commands 

The Direct Command Al option is new to 
Persona 4, and it is very powerful. When 
you set an ally's Al to Direct Command, 
you essentially shut off all automation and 
take control of everything that character 
does yourself. There are some situations 
where you absolutely have to do this. 

The other Al scripts tend to only have 
characters Guard if they can’t attack, and 
the Al never lets your party members use 
Items or intelligently use certain skills like 
Power Charge and Mind Charge. 




Even a really smart Al like Persona 4's won’t be as clever as the average player. By putting 
all of your allies on Direct Command, you’ll find you can handle boss battles and really tough 
encounters much more efficiently. This may lead some players to wonder why they'd ever 
bother using the other Tactics settings, and this is actually a really good question. 


It’s mostly going to be a matter of your personal taste as a gamer. If you like to micro-manage 
things, you'll probably put everyone on Direct Command early in the game and never take them 
off, and you won’t mind that this slows up the action quite a bit If you get bored wading through 
menus, you’ll probably want to stick to the Al scripts as much as possible. 


RUsh 

Even a control freak who usually keeps 
all allies on Direct Command is going to 
end up using this option a lot. While the 
other Tactics settings are accessed from 
the Tactics menu, you can toggle Rush 
on (and off) at any time during combat 
by hitting [triangle]. When you initiate 
a Rush, your characters enter a very 
old-school sort of Auto-Battle mode 
where every single one of them 
— including the Protagonist — 
chooses to Attack the enemy 
with their weapon every 
turn. Animations are then 
fast-forwarded. 

This really speeds up a fight where standard Attacks are all 
you need to liquefy the enemy, but you need to keep an eye 
on ally HP during the Rush to see if anyone’s taken too 
much damage. If so, you need to toggle the Rush off until 
someone heals the damage. Once the Rush is toggled 
off, you resume control of the Protagonist and all of 
your allies default to whatever their usual Al script is. 


& LINKS AND 
COMBAT 

Thus far the Basics section 
has discussed S. Links 
primarily as part of the Social 
half of the game, since you 
primarily grow them through 
Social interactions. That said, 
there are some vital ways in 
which S. Link development 
directly affects what your 
party members can do in 
combat. Because of this, 
it’s important to know how 
developed a given S. Link is 
before you take a party into 
the dungeon. 


> Yosuke can now 
you in battle! 


When you rank up a given S. Link that affects a party member, then you effectively 
"upgrade" that character's Al. Each new Rank of that character s S. Link lets them take a 
very useful action in combat that is otherwise impossible. Consult the following tables to see 
how increasing S. Link ranks affects your party’s Al. Note that all of these abilities are still 
available to you if you keep allies on the Direct Command setting. 


S.LJbk Effects on Party Member A! 



i 

3 

5 

7 

9 

10 


Character will take a mortal blow for the Protagonist. 

Character has a chance to perform a follow-up attack when an ally Knocks Down 
an enemy. 

Character has a chance to help an ally stand up if he or she is Knocked Down, 
after Knocking Down an enemy. 

Character has a chance to cure an ally that suffers from Rage. Confusion, Fear or 
Silence after Knocking Down an enemy 

Character can endure a mortal blow in combat once per battle (HP will only reduce 
to 1 instead of 0, as per the Endure skill). 

Character’s persona evolves into an enhanced form, with supenor elemental 
resistances. 


About halfway through the game you acquire Rise, a character who uses her own persona 
and has an S. Link with the Protagonist, but otherwise never joins in battle directly. She takes 
over the support ally role that Teddie fills until he becomes a front-line combatant Rise gams 
a share of EXP passively from every battle, and her persona learns a series of unique skills 
that enhance her ability to support the party. 
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3 Treasure Search: You can see the location of all treasure chests on a floor. 

6 Enemy Radar: You can see the location of all enemies on a floor. 

10 Affinity Search: Rise will point out enemy weak points for you in battle. 


SUnk Ejects on Rise 


While increasing your S. Link with Rise still 
offers benefits in combat, they obviously 
aren't the same benefits you get from 
raising an S. Link with someone who 
fights enemies alongside you. Instead, 
some of Rise’s support abilities are tied 
to how high you’ve raised her S. Link. 
Consult the following table to see which 
new skills her persona gains when you've 
raised her S. Link to certain key levels. 
Some of these skills are useful enough 
that you'll want to make Rise’s S. Link a 
priority just to make sure you have them. 



It’s important to remember that the Hermit 
S. Link establishes the Fox mechanic, 
which completely alters your approach 
to the dungeon. Ordinarily in Persona 4, 
there’s no way to fully restore your allies HP 
or SP in the dungeon short of using items. 
You only get both key stats restored to full 
by a good night’s sleep in your room. 

The only way around this limitation is to 
establish the Hermit S. Link, which lets the 
Fox join your party. The Fox doesn’t go into 
dungeons or fight, but hangs around in the 
TV world’s Entrance area. You can visit him 
in order to have him fully restore your SP, in 



return for a not-so-modest fee. 


Fox calculates the price of an SP restoration based on every point of SP the party needs in order 
for all members to be restored to max SP counts. He can modify the price up or down by as much 
as 30% depending on his mood (an essentially random factor). By increasing the Hermit S. Link, 
you reduce the default cost per point of Fox’s SP healing. 
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Fox's SP Restoration Cost 

As you can see, at high ranks, 
restoring your party’s SP in the 
dungeon becomes amazingly 
cheap. While your party’s overall 
SP needs will increase as you go 
through the game, you also begin 
getting better yen rewards from 
battles and jobs. With a maxed-out 
or high-level Fox, you may find you 
can clear some dungeons in no 
more than a single afternoon. 




Shuffenne 

After you win a battle, a few cool things happen. You get a chunk of yen and some EXP, of 
course, and you'll get some Material drops from the various Shadows you faced that you 
can sell off to Daidara later. The Protagonist or allied persona may level up. There’s also a 
random chance that you’ll initiate Shuffle Time, which is the mechanic the Protagonist uses 

to acquire new persona. Note that 
this mechanic has been completely 
overhauled from its Persona 
incarnation. 


When Shuffle Time begins after 
winning a battle, you see a number 
of cards appear onscreen before 
you. The precise number of cards is 
randomly generated, but always in the 
neighborhood of three to eight. Among 
this random assortment of cards will 
be randomly generated amounts of the 
three basic types of Shuffle Time cards. 


Persona Cants 

A Persona Card is indicated by a picture 
of the given persona it contains. If you 
select that card once Shuffle Time begins, 
you acquire that persona. You always 
want to try to snap up persona that you 
don't already have in your collection. If a 
Shuffle Time comes up that only offers 
persona you’ve already acquired, then 
the risks of Shuttle Time may not be worth 
undertaking. 



> You drew a card of the Persona 

Uriel! 
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Ba nk Cants 

If you initiate Shuffle Time and draw a 
Blank Card... well, nothing happens. 
Nothing lost, nothing gained. That 
said, Black Cards do have a chance of 
triggering the Arcana Chance mechanic, 
so they're not complete losses. You also 
sometimes get “1 More Chance!” after 
drawing a Blank Card, which lets you 
draw from the shuffle again. 

Renatty Cants 

These cards are the huge, huge risks 
of engaging in Shuffle Time. If the card 
you draw turns out to be a Penalty Card, 
then you lose all rewards you would have 
ordinarily gained from the battle: Material 
drops, EXP, and money. It essentially 
forces you to leave the battle with nothing 
to show for having fought it, besides 
drained SP and HP reserves. 

You might think the way to deal with this 
is never to take Shuffle Times that have 
a Penalty Card among the random possi¬ 
bilities for what you might draw. If you 
do that, though, then you’re going to be 
waiting a long time between your persona acquisitions, probably longer than your Protagonist 
can afford to go without getting new persona. 

If you agree to go through with Shuffle Time (and it’s important to remember you can always 
decline a Shuffle that doesn’t seem worth it), then the cards you see before you are going to flip 
over so that you only see their identical backs. These cards then begin doing one of four things. 
Which thing they do is determined randomly, and there’s no way for you to predict it before 
accepting the shuffle. These things are essentially different ways to shuffle the cards up, so that 
it’s harder for you to pick exactly what you want. . but in many cases, not impossible. 


CMeShume 

In a circle shuffle, the cards begin circling in a ring 
formation. If they circle slowly, then it’s very easy 
to identify the position of a given persona card you 
want in the ring, and very easy to make sure you get 
the card you want. If they begin circling rapidly, then 
the cards are going to be moving too quickly for your 
eyes to track any single card's position. 
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MuftbRkig ShiMe 

In a multi-ring shuffle, the 
cards are still basically moving in 
circular motions, but the pattern is going 
to involve multiple interlocking rings. Despite 
this, if the cards circle slowly, you still stand a very 
good chance of keeping an eye on the persona card 
you want and being able to pick it out of the shuffle 
deliberately. If the cards circle rapidly, then there’s 
almost no way to keep an eye on any particular card. 




Match Ttoo Shuffle 

Did you ever play the Parker Bros, board game Memory when you were a kid? That’s almost 
exactly what this type of shuffle is, only with more demons. The number of cards displayed 
at the beginning of Shuffle Time doubles, and then 
they arrange themselves into a board. Generally you 
have between three and five chances (depending on 
how many cards are in the shuffle) to try and win the 
persona you want, by matching two cards that display 
the same persona's portrait when flipped over. 

It is impossible to track the position of individual cards 
when they go into this type of shuffle, but it’s very easy 
to methodically discover the position of the persona 
cards. Note that if you match two Blank cards during 
your investigation, you're allowed to keep hunting for 
the persona. The main danger of the Match Two Shuffle is that you accidentally match two 
Penalty cards while investigating. If you do, then you’re stuck with a Penalty for that particular 
shuffle. Note that this type of shuffle doesn’t appear from the beginning of the game, but you 
should begin seeing it by the time you’re one-third of 
the way through. 


SMsShuMe 

This is probably the most frustrating of the Shuffles, 
because while you can try to manipulate the outcome, 
it’s very hard to do so consistently. When you get a 
slots shuffle, all the cards you saw at the beginning 
of shuffle time form up into spinning reels, as in a slot 
machine. Then you get a glowing overlay that shows 
you which lines of three identical persona art would be 
considered a winning persona match. 


If your eyes and reflexes are very good, then you may be able to stop each reel such that the 
persona image you want is along one of the winning lines. Since you have to match three 
persona cards to get a win, it ends up very easy to stop the reels such that you don’t match 
three of anything. The slots shuffle generally doesn’t appear at the beginning of the game, but 
you’ll almost definitely see it before you pass the game’s halfway point. 
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ARCANA CHANCE 

Provided you don’t lose” Shuffle 
Time by drawing a Penalty Card, then 
whenever you draw a persona Card 
or a Blank Card, there is a chance 
of triggering an Arcana Chance. An 
Arcana Chance is another one of the 
randomized risk-reward mechanics 
Persona 4 loves so much, this time 
focused around a series of forty 
possibilities that can generate when you 
agree to accept an Arcana Chance. 


When an Arcana Chance triggers, 

you’ll see one of the first twenty-one Major Arcana cards that P4 uses to represent S. Links 
appear onscreen. In an Arcana Chance, each of these cards can generate one of two 
effects, one “upright” and one “reversed". Generally, the upright effect is to your advantage 
and the reversed effect is some sort of handicap or penalty. The only exception to this is 
the Fool card, which transforms randomly into any of the Arcana cards in either upright or 
reversed position. 


When you get an Arcana Chance and see which card you’re dealing with, consult the 
following table to see what its possible benefits and penalties are, then decide whether 
or not you want to accept it. In most cases taking the Arcana Chance is worth the risk, 
because the value of a possible benefit outweighs the severity of the potential penalty. Also, 
most Arcana Chance effects are temporary, either expiring or ending when another Arcana 
Chance is accepted. 


That said, some Arcana Chance cards can make permanent changes to the dungeon or 
the persona your Protagonist is carrying. You will want to think very, very carefully before 
accepting them, no matter what your situation. You will also want to think carefully before 
accepting the Fool, which can potentially hit you with any effect on the list. 



Arcana Upright Reaction Reverse Reaction 


The Fool 

Changes to any other Arcana 
in any position. 

None 


A skill on one of the 


Magician* 

Protagonist’s personas ranks 
up (i.e.. single-target Bufu 
becomes multi-target Mabufu). 

A skill on one of the Protagonist's persona ranks down 
(i.e., multi-target Mabufu becomes single-target Bufu) 

Priestess 

For a limited time, all analysis 
data is available for all 

enemies. 

For a limited time, no analysis data is available for any 
enemy. 

Empress 

Party's HP is fully restored. 

Party’s HP reduced to 1. 
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Emperor 

Hierophant 

Lovers 

Chariot 


of Player Advance in battle 
increases. 

For a limited time, the player 
does not suffer penalties 
generated by Reverse 
Reactions during Arcana 
Chance. m 

For a limited time, out-of-depth 
Shadows cannot be generated 
in the dungeon. 

One of the Protagonist's 
persona gets a bonus to its 
Agility stat. 


For a limited time, chances of generating a Reverse 
Reaction during Arcana Chance increase. 


For a limited time, more out-of-depth Shadows will be 
generated in the dungeon. 


One of the Protagonist's persona suffers a penalty to 
its Agility stat. 


Justice 

Hermit 

Fortune 

Strength 


One of the Protagonist’s 
persona gets a bonus to its 
Strength stat. 

For a limited time, all map 
information in the dungeon is 
revealed. 

One of the Protagonist s 
persona gets a bonus to its 
Luck stat. 

One of the Protagonist's 
persona gets a bonus to its 
Magic stat. 


One of the Protagonist’s persona suffers a penalty to its 
Strength stat. 

For a limited time, no map information will be available 
in the dungeon. 

One of the Protagonist’s persona suffers a penalty to 
its Luck stat. 

One of the Protagonist’s persona suffers a penalty to 
its Magic stat. 


Hanged Man 


Death 


Temperance 


Devil 


Tower 

Star 

Moon 


One of the Protagonist’s 
persona gets a bonus to its 
Endurance stat. 

Party’s SP is recovered. HP is 
reduced to 1 . Party is forced 
out of the dungeon, all map 
data erased, and the dungeon 
re-generated. 

For a limited time, gain more 
yen at the end of every battle. 
One of the Protagonist's 
persona spontaneously 
assumes the form of a more 
powerful persona from a 
random Arcana. 

For a limited time, in addition 
to items, treasure chests will 
contain random amounts of yen. 
For a limited time, 1 More 
Chance happens more 
frequently during Shuffle Time. 
For a limited time, EXP yields 
after battle increase 


One of the Protagonist's persona suffers a penalty to its 
Endurance stat. 

Party’s HP is recovered, SP is reduced to 1. Party is 
forced out of the dungeon, all map data erased, and the 
dungeon re-generated. 

For a limited time, gain only 1 yen at the end of every 
battle. 

One of the Protagonist s persona spontaneously 
assumes the form of a less powerful persona from a 
random Arcana. 

For a limited time, some treasure chests may contain 
Shadows instead of items. 

For a limited time, 1 More Chance happens less 
frequently during Shuffle Time. 

For a limited time, EXP yields after battle are reduced 
to 1. 
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Arana Upright Reaction Reverse Reaction 


For a limited time, all Blank 
Cards in a shuffle transform 
into persona Cards. 

The party’s SP is completely 
restored. 


For a limited time, all Blank Cards in a shuffle transform 
into Penalty Cards. 

The party’s current SP is halved. 


• If none of the Protagonist s persona has an ability that can be ranked up or ranked down, then the Magician Arcana 
Chance does nothing. 



BEATING THE DUNGEON 

If you’re going through a dungeon for the First 
time as part of the main story, then you’ll be 
automatically expelled from it after you’ve 
beaten the dungeon’s boss. Otherwise, you 
can only leave the dungeon either by using 
the dungeon's exit on the first floor, using a 
Goho-M item, using the Traesto skill, or by 
being evicted by the Death Arcana after an 
Arcana Chance. 

If you have plenty of SP to use Traesto or 
plenty of Goho-Ms, you can essentially leave 
as often as you want. When you return to the dungeon, you don’t have to start over from the 
beginning unless you were evicted by Death. Otherwise, you have the choice to resume from 
whatever floor you were on when you left off. 

There are only a few good reasons to leave the dungeon. If your party needs to restore SP 
or register some of the Protagonist’s new persona, you need to go back to the entrance. If 
you want to change party members, you only need to go to your dungeon’s staging area (just 
outside the entrance). Remember that you can save a lot of money when visiting the fox for 
healing by swapping exhausted members for fresh ones and then paying to restore just the 
Protagonist’s SP. You can move between the entrance area and the staging area for each 
dungeon freely. 

When a dungeon is open for plot reasons, many of your party members and other individuals 
become unavailable for S. Links. Early in the game, this isn’t much of an issue, but it can 
make time management in November and December very tricky. Some S. Links are available 
for such a brief window that losing even four or five S. Link opportunities because of being in 
the dungeon is unacceptable. There are a few dungeons you may want to clear early just to 
make sure you can max out a particular S. Link. Exiting to the staging area or the entrance 
area of the dungeon doesn't reset the maps. The maps only get reset if you return to the 
TV world on a different day. There’s one main reason why you might leave the dungeon 
unfinished and return another day. Enemies get tougher as you get deeper into a dungeon, 
and you may get to a given floor and find your current equipment just isn’t adequate. In those 
cases, you will want to leave so you can sell your drops to Daidara and return next time with 
better armor (at the very least).. 
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So far persona have only been 
mentioned in very basic terms. We 
haven’t gotten into the real nitty-gritty 
of the many ways you can use 
persona to break the game’s combat 
system wide open. All of these 
functions revolve around the Velvet 
Room, a sort of base of operations 
and “storage shed” for the many 
persona the Protagonist can acquire 
in the course of a game. You can 
access the Velvet Room both from 
the Central Shopping District of Inaba 


and the entrance area of the TV world. 


McgidoUt Mind Charge 

Ziodyne Dlarohan 

El«c Amp Agirivnc 

Mcgido Mamutlo 

TOCDSwMrh ©Assitfi 


A persona offers your Protagonist quite a bit more than just a default selection of skills and 
elemental resists (and weaknesses) Persona can gain experience in battle and level up, 
unlocking more skills out of a finite list. You’ll notice each persona has its own intrinsic stats, and 
that these increase upon leveling up. They’ll keep leveling until the persona reaches the game's 
level cap, 99, but some persona are going to have much higher stats at that level than others. 
Virtually any persona that is only attainable at high levels is going to have better intrinsic stats 
than a weakling who is doggedly leveled up dozens of times past its prime. 

While part of a character’s performance in battle is dictated by equipment quality and his or 
her own experience level (and thus. HP and SP), and the other half of a character's basic 
competence is dictated by how good his or her persona’s stats happen to be. A persona’s 
ability is dictated by five basic stats that each affect a very basic function of combat. The five 
persona-derived stats in the game are as follows. 

Strength: Affects the efficacy of standard attacks, along with the intrinsic attack power of 
whatever weapon a character has equipped. Also affects the damage output of advanced 
physical attack skills. 

Magic: Affects the strength of any skill that deals (or heals) numerical damage, especially the 
four core elemental damage types. 

Endurance: Affects a character’s ability to take damage from any source, along with the 
intrinsic defense offered by whatever armor he or she is wearing. 

Agility: A deceptively important stat. Agility couples with the intrinsic accuracy value of 
whatever weapon a character has equipped to determine hit percentages in combat. It 
couples with the intrinsic evasion value of whatever armor a character has equipped to deter¬ 
mine evasion rates. It also affects turn order, with the first action in a round usually going to 
whoever has the highest Agility. 

Luck: This stat also affects a lot more than you might expect. Along with the intrinsic values 
of any skill or equipment on a character, it affects the frequency of critical hits. It also affects 
how quickly a character recovers from status ailments naturally, and how likely a character is 
to be affected by ailments in the first place 
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PERSONAFUStON 

What you should really take from all 
this, besides realizing that your armor 
is probably more important than your 
weapon, is that a persona with bigger 
intrinsic stats is going to be a better 
choice to equip to your Protagonist than 
another persona with basically the same 
abilities and lesser stats. Obviously you 
have to balance these two aspects of a 
persona’s usefulness against each other 
when making decisions about what to 
use, but the importance of stats means 







Protagonist has very little to gain by equipping under-leveled persona that happen to 
y ° Ur r od skills. Fortunately. Persona 4 offers you a built-in mechanism for moving rare and 
h3Ve hiP skills onto more potent persona as you progress through the game. 

valuable 

take any persona you’ve acquired and register it at the Velvet Room, allowing you 
You ca V g ||y “ S tore" a copy of a persona that you can retrieve later. Newly acquired persona 
t0 eS fer automatically, while ones you’ve leveled up have to be manually registered over 
reglS 6 jna( “ C opy." Retrieving a copy of a stored persona costs money, and retrieving more 
the persona costs more money. While most of your cash early in the game is going to be 
P °en up by equipment spending, later you’ll find yourself investing huge amounts of cash in 

retrieving persona. 

n use a weak, early-game persona that happens to have great skills to build another 
Y0U with some of those skills, thanks to the game's fusion system. When you fuse two 
perS ° n e persona together, the resultant persona is going to be more powerful, and has a 
° f ^eof inheriting most of the skills possessed by its “parents" (but only up to the hard limit 
chanC grills per persona at any time). You cannot control how skills inherit in a persona 
° f 6 9 but you can turn down a fusion that doesn’t give you the skills you want in its random 
f uS,0 " o n you can simply back out of and then re-select the fusion until the result is what 
ant, though this can take awhile. 

are in a situation where you need a particular persona with particular resists and a 
lf y0U ular skill, expect to spend a lot of time retrieving persona from the Compendium and 
p3l1lC inq around with them in fusions. It's also generally a good idea to register persona 
^have leveled up enough that they’ve learned their entire skill list, and then begin 
th3t Renting with them in fusions just so you have stronger stuff on hand. Note that the 
eXpe doesn’t cost money. When you fuse two (or more) persona together into a new 


-tnal fusion _ 

rsona you keep the result and. obviously, lose the fusion fodder 

. on)y ^ about 75% of the persona the game has to offer if you rely entirely on 
Y ° U ffles for getting persona. Everything else can only be created via fusions. Note that this 
ShU of fusion-only persona contains entire Arcana of creatures you’ll want at least one of 
9r °the purposes of ranking up S. Links more quickly If you are a completionist who wants 
f0f ke every persona in the game, or an optimizer who wants to make the most powerful 
t0 ^ona you'll want to spend time with the Velvet Room chapter that begins on page 212. 
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If you're more interested 
in making your own 
experiments with the system rather 
than outright cheesing it, then what 
you've read in this section is more than 
enough to get started using persona and probably 
good enough to get you through the core game. 

Here's a breakdown of the basic rules of thumb you will 
need to keep in mind when it comes to fusing persona. 


NORMAL FUSION 


A normal fusion involves using two persona to make a new one that is, hopefully, more 
powerful than either of its “parents.” When fusing two persona, the only variables relevant 
to the fusion are the Arcana and Rank of the two persona involved. Any combination of two 
Arcana consistently results in a persona of a given Arcana type. The rough power level of the 
result is determined by averaging the base levels of the fusion “parents” and moving up from 
that average along the resultant Arcana’s line to whatever creature has the next highest base 
level. Note that by base level of a persona, we mean the "default" level it exists at if you draw 
it from a Shuffle, or that it's fused at before you apply S. Link bonus EXR 
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into something better. For the sake of argument, we’ll say Apsaras (Temperance) and Slime 
(Chariot). Apsaras’s base level is 4 and Slime’s is 2. Consulting the fusion table on page 
216 of the Velvet Room chapter, we know that a normal fusion between Temperance and 
Chariot results in something from the 
Magician Arcana. The average of the 
two persona’s base level is 3, so we 
know we won’t get Pixie, the weakest 
Magician persona — her base level is 
2. If our formula is right, we should get 
Orobas, the next most potent persona 
in the Magician line, and a creature 
significantly more powerful than either 
an Apsaras or a Slime. Checking our 
results against the predictor in the 
game, and... 
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Yep. we’ll get an Orobas. Now. 

remember that there are about a million exceptions to this formula, particularly when it comes 
to the Normal Spread fusion contortions you have to pull off in order to create the weakest 
member of any given Arcana (such as the aforementioned Pixie). That said, when you’re just 
doing fusions to get rid of fully-leveled persona or ones who just aren’t working for you, this 
basic rule of thumb should hold true. 
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confusing, as there are even more factors 
involved and even more massive exceptions to the way the rule usually works. It’s highly 
recommended that you consult the Velvet Room chapter before really seriously committing 
persona resources to Triangle fusions. If you just want to mess around with three persona 
that are fully leveled, then read on to get an idea of how to predict results. 



Persona 4 treats Triangle fusion somewhat oddly, essentially as two separate normal fusions 
that all happen at once. The catch to this is how the series of fusions is “resolved." Generally 
speaking, the game wants to take the lowest-level two personas and fuse them together 
“first," with results roughly consistent with the result of a normal fusion of those persona. 

That result then fuses with whichever persona in the fusion happened to have the highest 
experience level. The result of the “second" fusion, in terms of the Arcana produced by the 
fusion, can be calculated using the fusion table's "Third Persona" column, on the right-hand 
side of the table. 

Note that for a Triangle fusion s outcome, 
we re not talking about base experience 
levels, but current experience levels 
For this type of fusion, how much you've 
actually leveled up the individual persona 
has tremendous influence. 

Here’s an example which may clarify the 
situation: Say you have fully leveled up 
the personas Lilith (Devil. 57), Ganesha 
(Star. 57), and Kurama Tengu (Hermit, 

54); you want to fuse them together 
to see if you can make something 
that inherits a bunch of their best skills. The way the game should interpret this particular 
Triangle fusion is as Lilith and Kurama Tengu fusing, followed by the result of that fusion with 
Ganesha. Even though Lilith and Ganesha are the same level, the game is going to decide 
that Ganesha is the “Third Persona” for the purpose of this fusion (the Velvet Room chapter 
shall explain why). 

So let’s look at Lilith and Kurama Tengu in the “preliminary" fusion. The fusion table dictates 
that a fusion of Devil and Hermit Arcana should always yield a Justice persona. For now, this 
is the only fact of the preliminary fusion that’s worth considering. Now we need to look up 
what the result would be of fusing Ganesha, a Star persona, with a Justice persona using 
the Third Persona column of the fusion table. Doing this tells us that the result should be 
from the Priestess Arcana. 



The base level of that Priestess Arcana persona is going to be determined by averaging the 
current experience levels of all three persona in the fusion — in this case 57, 57, and 54 for 
an average of 56. The result of the fusion should be whichever along the Priestess line has 
the next highest base level from 56 — in this case the Hariti persona that has base level 59. 
All that remains is to test this theory in-game, and... 
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In this case, the rule of 
thumb worked out perfectly. 

Remember that it’s hard to predict 
when the rules are going to stop working 
well. For instance, any Triangle fusion that 
involves three persona from the same 
Arcana has its own rules, and there are 
plenty of Triangle fusions that are going 
to yield exceptions to the rules that feel 
completely arbitrary. This is why Triangle 
fusions are not to be undertaken lightly. 


SPECIAL FUSIONS 

This may seem bizarre, but fusion rules 
get vastly simpler when you’re dealing 
with Cross fusions (four persona), 

Pentagon fusions (five persona), and 
Hexagon fusions (six persona). Any 
fusion that involves more than three 
persona is essentially a pre-set, special 
fusion formula with one possible set of 
acceptable ingredients and one possible 
result. You essentially select the persona 
fusion you want to attempt from a little list. 

There’s no need to consult tables or do 
math to pull off these fusions; just find the 
required component persona and jam them together to get something awesome. 
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The Special fusions become available after July 10th, and initially you can only attempt a 
very limited number of them. For instance, as of 7/10, the only six-persona fusion recipe open 
to you is Trumpeter, and it’ll be much later in the game before your experience levels are 
sufficient for you to try making it. Many of the persona you can only create by completing an 
S. Link are themselves Special fusions that open up once the S. Link is maxed out. In this 
screenshot, the Devil S. Link has been maxed out. and so the Beelzebub Hexagon fusion 
could be attempted if the Protagonist was carrying all of the right component persona. 


SUNK EFFECTS ON FUSION 

An S. Link can give any persona which was bom through fusion, and is also of a 
corresponding Arcana, roughly half a level’s worth of experience for every Rank currently 
in it. Therefore, a maxed out S. Link is worth five free experience levels to any persona of a 
corresponding Arcana who is created in the Velvet Room through fusion. 

Note that this math is a rough estimation of how the game actually works, and you II find 
more precise formulas in the persona chapter. For instance, just having one level in an S. 
Link is always going to be worth a free experience level to a created persona. Three or 
four ranks is going to be worth two free levels, while 7-9 ranks in an S. Link ends up being 
worth four free levels. What mainly differs is how much “spare change” you get to start your 
persona toward his next level. 
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These bonuses may not seem impressive 
early on, but they really start to pile up 
when you get into the end game. If you're 
creating personas with base levels around 
60 or so, “five free experience levels” 
translates into over 200,000 points of 
bonus EXP and three or four free top-tier 
skills that otherwise would demand a lot 
of time in the dungeon to earn. The bonus 
EXP granted in persona fusions is really 
the main combat-relevant reason to raise 
S. Links associated with characters other 
than party members. Also, finishing S. 

Links is a requirement for gaining the ability to fuse certain persona. Generally you cannot 
create the most potent persona of any Arcana until that Arcana’s S. Link is at Rank 10, even 
if you qualify by having the right experience level and the right component persona. Any 
player who wants to fill up 100% of the Compendium has to max out every S. Link available 
in their game. Even then, there is a certain “secret" persona that is completely impossible 
to fuse up to on your first play through of the game. Any scheme for getting 100% on the 
Compendium is, then, best saved for a second cycle. 


FUSION FORECAST 

It’s very easy to play through and completely beat 
Persona 4 while ignoring the Fusion Forecast 
mechanic entirely. If you really like fusing persona, 
though, it’s a fun little thing that’s worth your 
attention. The Fusion Forecast is essentially 
a daily “challenge” from the Velvet Room. Any 
persona fused on that day that meet the challenge 
requirement get a certain benefit outlined in the 
day’s Forecast description. 


Some days have more taxing challenge 

requirements than others. For instance, let’s say the date is 12/15 in your game. In order to 
enjoy any bonus from the day’s Fusion Forecast, you have to be willing to fuse up the Alice 
persona. Nothing else made on that day is going to get any extra benefit from it. Amazingly, if 
you simply wait until the next day to do fusions, you’ll be able to give bonuses to stats for any 
persona created, with no particular requirements to worry about! 


In-game, you can generally only check the Fusion Forecast for the current day. The handy 
strategy guide you're holding, however, lists all of the Fusion Forecast bonuses available for 
each day of the year in the Velvet Room chapter. Use this extra knowledge to your advantage 
when it comes to planning when to do particular fusions, especially if you're trying to make 
something for the express purpose of taking on a boss. 


Note that in cases where the Fusion Forecast offers particular skills or random skill changes 
as rewards, you are given the right to decline the forecast bonus. This is important to 
remember if the game wants to change one of the skills you explicitly want to have on the 
persona you are creating. 




OTHER FUSION 
MANIPULATORS 

Finally, there are a few basic, immutable 
laws of fusion that apply no matter what 
kind of fusion you’re attempting in the 
Velvet Room, and no matter what other 
variables are affecting the fusion. You 
can’t make a new version of a persona 
which you’re already carrying. If you want 
to fuse a bunch of personas and see the 
result is... say, a Hariti, but you’re already 
carrying a different Hariti, the game is not 
going to let you initiate the fusion until you 
get rid of it. It doesn’t matter that your new Hariti would probably be higher-level 
and have totally different skills. The game just won’t let you carry two copies of 
the same persona at once, under any circumstances. 

Another rule is that you can’t fuse a persona whose base level is higher 
level than your Protagonist’s current experience level. For instance, let’s 
say you're level 65 and you want to take a stab at making the Trumpeter, 
whose base level is 67. Even if you get together all the right persona for it, 
the game is not going to let you initiate the fusion until you yourself are at 
least level 67. 

Note that the game has no problems letting you fuse something that 
outlevels you once the bonus EXP from S. Links is applied. For instance, 
let’s say you decide to get rid of that offending Hariti in your hand by fusing it 
to your Barong, which would give you the potent 
Alilat persona. Alilat is created at a default level 
of 70, your Protagonist is at level 72, and your 
Empress S. Link is maxed out. That means 
the Alilat you fuse is going to come out of the 
fusion at a whopping level 75, but this won’t be 
any sort of roadblock to making it or using it. 

That said... there is a certain unavoidable random 
factor that can afflict fusions. It is always possible for 
a Fusion Accident, essentially an unexpected fusion 
result that breaks all rules, to occur during any fusion. 

The outcome of a Fusion Accident is going to be in the 
right level range, but you’ll get a persona from a random 
Arcana instead of the one you were supposed to get. This 
doesn’t happen often, and you may even go through several 
playthroughs without ever seeing it. If you do see it, then it’s 
up to you to decide whether or not the accidental result of the 
fusion is better or worse than what you were actually trying to 
make. If you're paranoid about accidents messing up your fusions 
just make sure you save before entering the Velvet Room. 
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BEATING THE GAME 

Each of Persona 4 's individual mechanics is pretty simple and straightforward; even 
the persona management details. Where the game gets truly tricky is managing your 
persona, your time in combat, and the social game, all together. Your first run through the 
game is probably going to be fraught with mistakes and things you'd want to do differently 
on a second cycle. 



As certain game secrets are exclusively available on second and later cycles, this guide 
highly recommends finishing the game twice. It is also highly recommended that you 
pursue the game's True Ending on your first cycle, which unlocks a particularly valuable 
secret for your second cycle. Notes on the various endings and second cycle bonuses 
are covered by the walkthrough, and it is advised you read this information carefully. Don’t 
worry; we avoid spoiling the story pretty well. 

What your endgame situation and True Ending data look like in December is. to some 
extent, going to be dictated by how you spent your time earlier in the game, and what 
techniques and methods you used to play. As a final aide toward getting you ready to 
completely master Persona 4, here’s some general advice for how to approach the game's 
problems. Feel free to take or leave it, but note that this advice is the cumulative wisdom of 
the entire guide team’s many runs through the game. 



r 

BEATING THE GAJVtE 


I>#i7 L 


1.) The Protagonists stats need to max out in roughly this order: Knowledge, 
Understanding, Expression, Courage, and Diligence. 


Knowledge and the resulting bonuses from high exam scores give a massive speed boost to the way 
roughly a dozen S. Links level up, and you need this as early as possible. Understanding is essential to 
opening up the Tower S. Link early enough in the game to have a chance at maxing it out Expression 
is necessary to finishing the Justice and Hierophant S Links, which must be completed before early 
November Courage should be at level three as soon as possible to establish the Moon S. Link and be 
maxed out by mid-November to establish Fortune. Diligence needs to be at level three as soon as possible 
to establish Devil, which itself unlocks the Devil S Link. 


2.) Take advantage of S. Links that boost stats early in the game. 


Remember that there are several S. Links you can work on early in the game that also yield significant 
stat boosts. While you certainly don't want to ignore other S. Links over these, doing these first gives you 
the benefit of the stat boosts early in the game when you need them the most The most important are 
Strength (Diligence) and Sun (Expression). Note that taking Band Club for your Sun S. Link confers slightly 
more generous stat boosts than taking Drama. 

3.) Always take a corresponding persona with you when you level up S. Links. 

The bonus to S. Link improvement you will get by carrying a persona of the appropriate type makes a 
massive difference in the amount of time it takes to max out that S. Link. If you have a corresponding 
persona every single time you visit an S. Link partner, that S. Link will rank up in roughly half the time it 
would take otherwise — usually within fifteen days. Especially for S. Links that won’t be affected by exam 
score bonuses, this is the only real way you have of trying to level them up in an efficient manner. 
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4. ) Pace yourself in dungeons. 

Remember that losing your Protagonist in combat is Game Over and you need to do things to “protect" the 
gains you've made in dungeon exploration. Save whenever you have the chance and don't push yourself 
through more encounters when party members are starting to run out of SP Go back to the entrance 
instead, and either heal or leave for the day. If your party is bleeding damage upon reaching a given floor, 
then there’s no shame in leaving to sell stuff to Daidara so you can return with better armor. 

5. ) First armor, then weapons. 

Persona 4 sets the traditional model of how to spend money in an RPG on its head. The usual route to 
success in an RPG is to invest in your offense, then your defense. However, since Persona 4 s weapon 
stats only affect your default attack, anything spent on a weapon is going to be basically useless to you 
in boss fights. Money spent on armor and accessories, however, is giving you bonuses that are equally 


useful in every type of encounter. 


6.) Conserve SP. 

Don't waste spells on enemies who you can easily take out with regular attacks, and don’t blow Hama 
and Mudo spells on enemies you can handle with elemental damage or strong physical attacks You’ll find 
taking advantage of badstats is a major help in terms of increasing your stamina in the dungeon. Enervate, 
which halves all of a target's stats, is especially useful for making tough enemies beatable So is Poison, 
which halves attack power while doing damage over the course of several turns. 


7. ) Visit dungeons on rainy days. 

The quality of the equipment you can unlock with drops acquired from defeating rainy day enemies inside 
dungeons cannot be overstated. You can have some of the best equipment in the game in the first few 
months if you make sure you're entering dungeons on rainy days. 

8. ) Otherwise, eat beef 

Chinese Diner Aiya’s Mega Beef Bowl Rainy Day Special may be the best-kept secret in the game. It is 
the absolute best way. out of all the various options available throughout the game, to raise stats It is very 
pricey early on, but supremely worth the investment. Spend your free rainy Daytimes and After Schools at 
Aiya, and it will pay off in tremendous dividends 

9. ) Prioritize your party's S. Links. 

You get tremendous benefits in combat by raising the S Links with your party members as quickly as 
possible (and note that this includes Rise, your support ally). Once your stats are maxed out and you've 
established all of the game's S. Links, start pnoritizing the S. Links with your party members The game's 
final dungeons are tremendously easier if you’ve gotten every party member's S. Link maxed out and their 
persona evolved into forms with superior elemental resistances. Early on, just having options like follow-up 
attacks unlocked can make a huge difference. 


10. ) Use persona wisely. 

It’s very important for your Protagonist to carry a variety of persona around with him, so he has lots of 
skills at his disposal (and alternate elemental resistances). You never want him carrying less than three 
for any reason, and later in the game you’ll never want it to be less than five That said, it’s important not 
to over-rely on any one persona, or keep leveling a favorite up long after you’ve gained all of its skills. 
Maxed-out persona should immediately be used as fusion fodder, so you can unlock better persona with 
better intrinsic stats and better skills to acquire. 

11. ) Keep back-up saves. 

Persona 4 is a game loaded with events and items that we in the guide business call “gone forevers," 
stuff you only ever have one chance at getting. It is really easy, even if you’re paying close attention to the 
guide, to get into a groove playing the game and just forget to buy from Tanaka or make sure you can get a 
particular book. Plan for future moments of forgetfulness by keeping a lot of back-up saves. The beginning 
of a month is a good point to make a back-up. 
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INTRODUCTION 

Persona 4 is set in the year 2011, from April 
11th until December 25th. It will resume 
again on March 20th, 2012 for the epilogue. 
Usually, you have full control over what you 
can do on the various days throughout the 
year. Whether you go in to TV World, spend 
time socializing, or just goof around is entirely 
up to you. However there are certain things 
you can only do on certain days and that is 
what the walkthrough will highlight. 



r l 



Date 

Day 

Time 

Weather 

Events 

10/22 

Sat. 

Early Morning 

Cloudy 

Gossip Scene. 



Morning 

Cloudy 

Culture Festival voting scene. 



After School 

Raining 

[S. Link] Hermit is available. 



Evening 

Sunny 

[S Link] Justice and Tower are available. 

10/23 

Sun. 

Daytime 

Sunny 

[S Link] Lovers or Chariot (via cell call. P139) are available. 
Otherwise Magician. Priestess, Emperor. Hermit, and Death 





are available. 



Evening 

Sunny 

[S. Link] Hierophant is available. 

10/24 

Mon. 

Lunchtime 

Cloudy 

Exam results are posted today (see P.139 for details on 
rewards). 



After School 

Cloudy 

[S. Link] Magician, Priestess, Chariot, Hermit Fortune, 
Hanged Man, Temperance, and Sun are available. 



Evening 

Cloudy 

Can spend time eating a snack from the fridge to increase 
Courage (once only). 



Each day is listed in M/D format, followed by the day of the week that it falls on (Sunday 
through Saturday). Days in blue are considered half-days at school and days in red mean 
that school is not in session. During the day there may be several time periods where things 
happen or are otherwise available to the player. 

The condition of the weather during those time periods will be listed as well. Weather plays 
an important role in what is available to you during the game, since different options are 
available during periods of rain, compared to periods of cloud or sun. Lastly are the events 
that are available to you. Each event is tagged and to help easily identify what those events 
do. These are explained in greater detail on the next page. 
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9:4 


9/11 


9/18 


9&5 


Charm Drape, Heavy Soup x2 

Chest Key x2. Prize Sticker x5 

Fuuma Bundou, Heavy Soup x2 

Inaba Trout x4, Dry Ice x2 
Reprisal Chain, Heavy Soup x2 
Soma, Purifying Water x2 
Death Scudetto, Wasabi Jelly x2 

Diet Food x8. Odd Morsel x8 


21,800 yen 


6,800 yen 


27,800 yen 


6.980 yen 


21,800 yen 


14,800 yen 


28,800 yen 


5,980 yen 



-y 


TcTrz'j r/ *'rtjci 

EXAMPLE TABLE 1 



Steel Sappers = Amber SeemaxS 
Haicara Shirt = Guarcfian xl 


Chest Key = Red Goldfish x2 
Bait x3=Genp Ayu x2 


There will be dungeon walkthroughs and boss strategies for the various missions into the 
TV World, where you'll also find quick reference tables for enemies and maps. In the enemy 
tables, enemies will be colored blue to denote that they’ll only appear during rainy days, or 
red to denote the enemy you'll face when encountering a Golden Shadow. The property 
columns of Phys if, Fire , Ice 3 5 c . Elec & , Wind f*, Light #, and Dark will tell you if 
the enemies are “Weak, “S”trong, or will “N"ull, “R’epel, or "A”bsorb that particular property. 




fr* 


1-9 

4 


Name 

Type 

Order Giant 

Random 

Power Castle 

Random 

Truth Pesce 

Random 

Wicked Turret 

Opulent Hand 

Random 

Random 

Dominating Machine 

Boss 


- - - Fixed Lump 

- N W - - Power Rock, (Fine Coal) 

A - - W N Guard Stationery 

----- Black Sheet, (Training Shell) 

- - - N N Chest Key 

- - - N N - 


Besides these, there will be some events that require great detail. These events will be 
written about in the pages following the planner. Once the Fishing mini-game and the Home 
Shopping channel are available, you can see what rewards they offer for that month. 


The advice given here is merely a suggestion. Persona 4 is so open-ended that you 
could ignore the advice and do your own thing. However, if you're well and truly stuck on 
something, then reading up here about how to get through a certain point will help. It’s 
okay to read ahead in the months that follow, as we’ve tried our best to be as spoiler-free 
as possible. 


[Event] 


[Lecture] 


[Pop Quiz] 


This identifies when a fight or rescue is available, or even a miscella¬ 
neous event. The deadline for saving someone will also be listed. Taking 
part in this activity will consume time once you’re done with it. 

A conversation event means a decision will be available to you. These 
[Conversation] events can happen as time is flowing. At other times, there can be an 

optional conversation event that can be triggered during your Free Time. 

Lectures are basically unavoidable scenea where you’ll get a boost in 
Knowledge automatically during the game. 

During class time, a teacher may single you out to answer a question 
correctly. These events are also part of the time flow and can’t be 
avoided. 


[S. Link] 


[Quest] 


[Book] 


This will tell you who you are able to hang out with and when the earliest 
time to establish a Social Link is. You can hang out with anyone associ¬ 
ated with the Arcana listed during that time period. If you do hang out 
with someone, doing so will advance you to the next time period. 

This notes when a quest first becomes available. Quests themselves 
don't cause time to advance, but you may need to pass time in order to 
complete some of them. See p.198 for more details. 

Denotes when a book is available for sale at the Yomanaido Bookstore in 
the Shopping District. You can buy a book anytime after this date, but if a 
new book is available, you will not be able to get the previous book. 


[Job] 


Notes an update on the Job board. Working at a Job will pass the time 
and make certain rewards available. See P.36 for more details. 


On certain evenings, you'll be allowed to cook lunch for school the 
next day. Nanako will let you know when the fridge is full. You can 
[Cooking] spend time cooking but your success is determined by what choice 
you make. The correct choice will be listed in this event. See P.40 for 
details about cooking. 
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Date 

Day 

Time 

Weather 

Events 

4/11 

Mon. 

Afternoon 

Cloudy 

Intro Scenes. 



Evening 

Raining 

Intro Scenes. Can eat a snack from the fridge, but nothing 
happens (Once only. No time spent). 

[Event] Dream Encounter (P.82). 

4/12 

Tue. 

Early Morning 

Raining 

Intro Scenes. 

[Conversation] Pick "You callin' me a loser?" to increase Courage 



After School 

Cloudy 

Intro Scenes. 



Evening 

Cloudy 

Intro Scenes. 

4/13 

Wed. 

Early Morning 

Cloudy 

Intro Scenes. 



Morning 

Cloudy 

[Lecture] Increases Knowledge 



After School 

Cloudy 

Intro Scenes 



Evening 

Raining 

Intro Scenes. 

4/14 

Thu. 

Morning 

Raining 

[Pop Quiz] Pick "When Jesus was bom" to increase Knowledge 



After School 

Raining 

Intro Scenes. 

[Conversation] Pick "Are you guys okay?" to increase 
Understanding 



Evening 

Raining 

Intro Scenes. 

4/15 

Fri. 

Early Morning 

Raining 

Intro Scenes. 



Afternoon 

Raining 

Intro Scenes. 



After School 

Raining 

Intro Scenes. [Conversation] Pick "I'm worried about Chie” to 
increase Understanding. [Event] Yosuke (P.82). 



Evening 

Raining 

Intro Scenes. 

4/16 

Sat. 

Early Morning 

Cloudy 

Intro Scenes. [S. Link] Magician (1) established with Yosuke. 



After School 

Raining 

Intro Scenes. 



Evening 

Raining 

Intro Scenes. 

4/17 

Sun. 

Early Morning 

Sunny 

Intro Scenes. 



Daytime 

Sunny 

Intro Scenes. [Event] Chie (P.83). 

[S. Link] Fool (0) established with Investigation Team. 



Evening 

Sunny 

Intro Scenes. flHHHMBBIIMBi 

4/18 

Mon. 

Early Morning 

Sunny 

[S Link] Chariot (VII) established with Chie. 

[Event] Rescue Yukiko (P. 87). 



Afternoon 

Sunny 

[Pop Quiz] Pick "The" to increase Knowledge. 



After School 

Sunny 

[Quest] #23 available (P.205). 



Evening 

Sunny 


4/19 

Tue. 

Early Morning 

Sunny 

Hint Scenes. 



After School 

Cloudy 

[S. Link] Strength (XI) can be established (see P. 186 for 
establishing details) 



Evening 

Cloudy 

j - 

4/20 

Wed. 

Early Morning 

Cloudy 

Chat with Yosuke. 



Afternoon 

Cloudy 

[Conversation] Pick "Millennium." to increase Expression and 
Magician S. Link. 



After School 

Cloudy 

[Book] "A Great Man" is on sale. [S. Link] Magician is available. 



Evening 

Cloudy 

- 
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1 APRIL 2011 (CONTINUED) 


1 Date 

Day 

Time 

Weather 

Events 

4&1 

Thu. 

Early Morning 

Raining 

Chat with Yosuke. 



After School 

Cloudy 

[S. Link] Strength is available. 



Evening 

Cloudy 


4B2 

Fri. 

Early Morning 

Sunny 

Chat with Yosuke. 



After School 

Cloudy 

[S. Link] Magician is available. 



Evening 

Cloudy 


4/23 

Sat 

Early Morning 

Cloudy 

Gossip Scene. 



Morning 

Cloudy 

[Pop Quiz] Pick "They were by the riverside." to increase 
Expression and Magician S. Link. 



After School 

Cloudy 

[Job] Board is available (See P.86 for details). 

[S. Link] Magician (if Yukiko is saved), and Strength are available 



Evening 

Cloudy 


4K4 

Sun. 

Daytime 

Sunny 

[S. Link] Strength (via Cell Phone), and Magician are available. 



Evening 

Sunny 


4&5 

Mon. 

Early Morning 

Cloudy 

Gossip Scene. 



Morning 

Cloudy 

[Pop Quiz] Pick "8 A M." to increase Knowledge. 



After School 

Cloudy 

[Quest] #3 available (P.200). [Job] Assistant day care caretaker 
[S. Link] Magician (if Yukiko is saved) is available. Sun (XIX) 
can be established (P.195). 



Evening 

Cloudy 

Can make lunch from food in the fridge if Yukiko was saved 
(P.86). Otherwise, can spend time snacking to boost Courage 
(Once only). 

4/26 

Tue. 

Early Morning 

Cloudy 

Chat with Chie (if Yukiko is not saved). 



Afternoon 

Cloudy 

[Pop Quiz] Pick "It's a perfect number." to increase Expression 
and Chanot S. Link. 



After School 

Cloudy 

[S. Link] Chariot (if Yukiko is saved). Strength and Sun are available 



Evening 

Raining 

Can spend time eating a snack to increase Courage if you 
made lunch after having saved Yukiko (Once only). 

4/27 

Wed. 

After School 

Raining 

- 



Evening 

Raining 

Ihbhbmhhhhhhhhhhhh 

4&8 

Thu. 

Early Morning 

Raining 

Chat with Chie (if Yukiko was saved). 



After School 

Raining 

[S Link] Sun is available. 



Evening 

Raining 

] - 

4&9 

Fri. 

Daytime 

Raining 

[Event] Deadline to rescue Yukiko. The game is over if you 
proceed to the Evening without accomplishing this (P. 87). 



Evening 

Raining 

Cutscenes (Can't use your room for activities). 

4/30 

Sat. 

Early Morning 

Sunny 

Chat with Yukiko. 



Morning 

Sunny 

[Pop Quiz] Pick "Mt. Olympus" to increase Knowledge. 



After School 

Sunny 

Yukiko joins after all the scenes are done for the time period. 



Evening 

Sunny 

Cutscene (Cant use your room for activities). 
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m¥.: 


(II) During the dream, 
forward until you 
reach the end of 
the path. Check 
the large block 
standing in your 
path and there will 
be a fight. 


f 


???• Suggested Levefc 1 

This fight is a basic gimme fight. You will 
not be attacked, so you’re free to try out 
the various skills at your disposal. Once the 
mysterious being disappears, just let a couple 
turns elapse and the battle will be over. 


Monday Evening 

(I) After Ryotaro leaves, you 
can control the protagonist for 
a bit. You can see the five-day 
forecast by checking the TV and 
save the game by checking 
calendar near the door. Go to 
your room by going up the stair¬ 
case near the front door. Once inside, 
head to the futon and go to sleep 


just walk 


•m 


s 
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S^jpvig Habiene x2 • Suggested Level: 1 

Your first real fight is an exercise in exploiting 
weaknesses. The two enemies here can be 
knocked down with the Zio skill. After knocking 
down both enemies you can simply fight with 
normal attacks. 



Shadow Yos&ie • Suggested Levet 2 

This can be a brutal first boss unless you 
make use of the Guard command. Yosuke’s 
Shadow follows a very basic pattern of 
attacks, and you must predict when it will use 
Forgetful Wind because that will strike your 
character's weakness and knock him down. 

Use the Guard command when it Guards 
uses Power Charge to avoid being knocked 
down and taking unnecessary damage. At all other times you should use Zio to 
knock him down. Try to avoid using Rakukaja, since you need virtually all of your 
SP to use Zio for this fight. 


After the battles are over, Yosuke will join with his Persona Jiraiya. Upon returning to your 
home, you will now have access to the Main Menu. Return to your room for the night and 
you’ll be given the Velvet Key. 

eCEH 

Sunday Daytime 

After a few scenes during the day, you'll wind up in the 
Metal Works store. You’ll receive an extra 5,000 yen 
which will enable you to buy a couple of new items for 
the Protagonist and Yosuke. You only have enough 
for two items, so it’s best to give each of them new 
weapons first. 




(1) As you leave the store, a door to the Velvet Room 
will appear next to you. With the Velvet Key. you'll 
be able to come and go from doors like these as you 
please. See page 68 for more info on the services offered 


by Igor and Margaret here. 
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SiMiday Daytime (Continued) 

You will now be allowed to explore the rest of the street. Your main destination for today 

be the Food Court at Junes. You can get there by leaving the street area of shops to 
the north or south. 

(IP Eventually you’ll wind up at the Gate of Yukiko’s 
Castle. Make sure you talk to Teddie to receive 
Peach Seed x5, Soul Drop x5, and a Revival Bead. 

Go inside and make your way up to the second floor, 
defeating as many enemies as you can. 


You’ll need to save the Soul Drops to fully recover 
your SP before the boss fight on the second floor. 


; J j > Received 5 r.uidpnilv a&horted 
J* dPcach Seed and ASout Drop. 


S_ ^ 




Floors Name 


1 Calm Pesce 
Lying Hablerie 

2 Shadow Chie 


K # ajc > r* & Item Drop 


Random R - N - W - - Idea Paper 

Random - R W W - - - Big Incisor 

Boss R - - - W N N - 


- 'jr#/ 

Shadow Chae 


Chie’s Shadow is relatively simple to take 
down. She’s weak against wind attacks so 
Yosuke will try to help you by using Garu. 

However, after doing so she will put up a 
shield to change her susceptibility against 
wind to resist it instead. 

You should intermittently cast Rakunda from 

Izanagi to keep her defense down and focus on using physical attacks. 

She will likely hit Yosuke with Mazio, which he is weak against, and will subsequently 
attack him to inflict Dizzy. In that case you should heal him immediately with a Medicine. 


After the battle is over, Chie will be playable and you’ll establish the S.Link for the Fool 
Arcana. 
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After the S.Link has been established, you’ll have until 

April 29th to rescue Yukiko from the castle you visited yesterday. If you neglect to rescue 
Yukiko during the daytime of the 29th, then the game will be over. The 
boss you need to defeat in order to rescue her is holed up on the 

of the castle. It’s likely you won’t be able to climb all eight 
floors and defeat the shadows in a single day. We suggest taking 
three days out of the eleven available to go into the castle. The 
best three dates to go on are today, the 27th, and the 29th 
because there are no people to talk to for S.Links on those 
days. If this schedule is too close for comfort, feel free to go 
on any other day. Just be mindful of the fact that you gener¬ 
ally can’t go into a dungeon and spend time to increase an 
S.Link on the same day. 

(II) Once school is over 
for the day you’ll finally be 
free to spend your day 
however you see fit. 

Your friends will 
be waiting for 


you in the 
“Food Court 
at Junes,” 
where¬ 
upon you can enter the TV to explore a 
Dungeon. You should always make sure 
to check out the stores in the Shopping 
District before going into a dungeon, 
because shopping doesn't expend 
any time and you’ll need the best 
equipment you can afford. On top 
of this you should always buy a 
Goho-M from the general store 
before leaving. 
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Monday Early Morrmig to After School 

(I) In the morning before class starts you’ll establish the 
Chariot S.Link with Chie. During this conversation there 
will be a couple of possible responses which the game 
will tell you that you don’t have the courage to say. 
Instead you’ll be forced to say something else. You’ll 
be allowed to say those things to Chie on a second 
cycle, however, since your Courage from the previous 
play-through will carry over into the next one. 
















(1) When school is over for the day. you will be allowed 
to use the part-time job board in the Shopping District. 

It is located at the north end on the left side of the 
street. As explained in the Basics section (P.36), you 
can pick from a list of jobs to undertake for the rest 
of the day. The most important job on the board is for 
Assistant day care caretaker, since it not only pays 
better than the other jobs, but will also reward you with 
the Temperance S. Link after your second day of work. 

Since choosing a job takes time, you have to juggle between improving traits, advancing 
S.Links, dungeon exploring, and doing a part-time job 




\ 


spent doing this activity. 


MondayEverktg 

(1) If you have already 
rescued Yukiko, you 
can make lunch 
for tomorrow 
from the food 
that Nanako 
brought home. 

The meal 
you have to 
make is “Pork 
Ginger." If you 
make the correct 
decision about what 
to do to the pork, 
will get Aromatic 
Pork Ginger and 
three Baits. The 
evening will be 


(II) During lunchtime the next day, you will be 
asked to share the meal with your classmates. 

You can pick anyone you currently have an S. Link 
with to increase it slightly by eating the meal with 
them Check the planners for the correct cooking 
decisions to get the most out of this activity. 
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Rescimg YMko-YMotfs Castie 

Talk to Teddie after entering the TV to get to 
Yukiko’s Castle, and then talk to him again 
when you arrive at the gate and he’ll give you 
a Goho-M before going inside. On your first trip 
inside, you should aim to reach the 5th floor and 
then escape the dungeon (or walk back for a 
little more exp and loot). 




1 Calm Pesce 


Random R - N - W - - Idea Paper 


3-5 

Lying Hablerie 

Magic Hand 

Trance Twins 

Random 

Random 

Random 

R 

R 

W 

W 

w 

N 

W 

N 

N 

N 

- Big Incisor 

- Light Iron 

N Wonder Cloth, (Suspicious Pole) 

3-7 

Black Raven 

Random 

- 

N 

- 

W 

N 

- 

- Black Lump 

4-5 

Positive King 

Random 

R 

W 

- 

R 

- 

- 

- Moustache Fiber 


Secret Bambino 

Summon 

- 

- 

- 

W 

- 

- 

- Poison Fower 

5-7 

Bronze Dice 

Random 

R 

. 

1 - i 

W 

. 

: - ; 

- Power String 

6-7 

Avenger Knight 

Random 

R 

- 

- 

- 

- 

w 

- Bronze Reins. (Angel Statue) 


Burning Beetle 
Heat Balance 
Laughing Table 
Magical Magus 
Phantom Mage 
5 Avenger Knight 

8 Shadow Yukiko 

8 Charming 

jps this alternate item during a quest involving an NPC who requested it 


Random 

Random 

Random 

Random 

Random 

Boss 


- Hard Horn 

- Golden Dish. (Ritz Wire) 

N Magic Cross. (Fitting Board) 

- Supple Metal, (Demon Statue) 

- Golden Cloth 

N - 


(HI) The fifth floor of the 
dungeon will be fixed, and 
chests will re-spawn here 
as normal. This floor has a 
series of warps and you 
need a key from a boss 
to continue on. Make sure 
everyone is fully healed 
and ready to fight him. 
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YUK/KO'S CASTLE 5th FLOOR 


WARP TO 

*\ A/a roc will rlicaoooar after hocc ic HofoatoH 


To and From 
4th Floor 


im 




Avenger Knight 

This boss can hit with some fairly brutal 
physical attacks. The best recourse is to 
acquire the Slime persona from a Shuffle and 
get it to Level 7 so that it will learn Tarunda 
and then Resist Physical. Since Resist 
Physical will stack on top of the Slime’s innate 
resistance to physical attacks, the Protagonist 
will hardly take any damage and will take even 
less if you use Tarunda periodically. Keep your allies on their feet because the Knight 
resists physical attacks and they'll eventually leam to use Bufu and Garu against him. 


After the battle you'll acquire the Glass Key. Continue to the 8th floor and you'll find a save 
point. The boss you need to defeat to rescue Yukiko is behind those doors. If you still have 
SP left when you get here, you should hang around on the 6th and 7th floors to grind until 
you run out. After running out of SP you should escape from the dungeon and return for the 
third time to face the boss with a party at full strength. 
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ShadowYiddto • Suggested Leuefc 15 

Prepare for this battle by leveling up a Slime 
and an Ukobach until they leam all their skills. 
Combine them in a triangle fusion with an 
Angel to create an Archangel that inherits 
at least Resist Fire. Resist Physical, and 
Red Wall. If you can spend time leveling the 
Archangel to 12, it will learn Media as well. 
Once those skills are learned this fight will be 
a piece of cake. 





Make sure to cast Red Wall on Chie once in a while to avoid having her weakness 
exploited. As long as Chie’s standing, she can prevent the Charming 
Price that Shadow Yukiko summons from using Diarama by repeatedly 
knocking it down. This fight will be pretty long so you might want to buy 
a few TaP Sodas from the vending machine near the medicine shop. 


After the battle you’ll acquire the Glass 
Key. Continue to the 8th floor and 
you'll find a save point. The boss 
you need to defeat to rescue 
Yukiko is behind those doors. If 
you still have SP left when you 
get here, you should hang 
around on the 6th and 7th 
floors to grind until you run 
out. After running out of 
SP you should escape 
from the dungeon and 
return for the third 
time to face the boss 
with a party at full 
strength. 


























m 


5/1 

Sun. Daytime 

5ft 

Evening 

Mon. Early Morning 

Afternoon 


After School 


Evening 

5ft 

5/4 

Tue Daytime 

Evening 

Wed. Daytime 

5/5 

Evening 

Thu. Daytime 


Evening 

5ft 

Fri. Early Morning 


After School 


Evening 

5/7 

Sat. Early Morning 

Morning 


After School 


Evening 

5/8 

Sun. Daytime 


Evening 

5ft 

Mon. Early Morning 


Morning 

5/10 

Tue. Morning 

5/11 

Wed. Morning 

5/12 

Thu. Morning 


After School 

Evening 


Cloudy 

Cloudy 

Raining 

Raining 

Raining 

Cloudy 

Sunny 

Sunny 

Sunny 

Sunny 

Sunny 


Sunny 

Cloudy 

Cloudy 

Cloudy 

Raining 

Raining 

Raining 

Sunny 

Cloudy 

Cloudy 

Cloudy 

Cloudy 

Cloudy 

Sunny 

Cloudy 

Cioudy 

Cloudy 


jfQuest] #5 Available (P.200). 

[Fishing] Now available (P.93). 

[Event] Can revisit Yukiko's Castle (P.93) 

Chat with Yukiko. 

[Lecture] Increases Knowledge. 

[Quest] #1. #2. and #4 available (P.199. 200). 
[Conversation] Study with Yosuke or Chie to raise your 

Knowledge and S. Link. .. 

Can spend time to eat a snack from the fridge to Increase 
Courage. (Once only). 

[S. Link] Justice (VIII) Is established with Nanako. 

[S. Link] Magician, Justice, and Strength increase if call is 
accepeted. Otherwise, Magician and Chariot are available. 

[Event] Receive a TaP Soda at Yasoinaba Station, or a Tater 
Longs at Junes. 

[S Link] Hermit (IX) is estbalished with Kitsune. 


Chat with Yosuke. 

[Quest] #6 Available (P.200). [S. Link] Magician. Chariot. 
Hermit, and Temperance are available. 

[S Link] Hierophant (V) can be established with Dojima. 

Gossip Scene. 

[Pop Quiz] Pick "Ionize'’ to increase Knowledge. 

[Book] "Off Today" is on sale. 

[Conversation] Study with Chie to raise your Knowledge and S. Link. 
[S. Link] Hermit is available. 

[S. Link] Justice is available. 

[S. Link] Chariot increases if call is accepted (Rank Up 
possible). Otherwise Magician and Hermit are available. 

[S. Link] Hierophant is available 

Chat with Chie. 

[Exam] Q1. Correct answer is "8 AM." Q2. Correct answer is 
"Before Christ." 

[Exam] Q3: Correct answer is “6". Q4: Correct answer is 
"Millennium." 

[Exam] Q5: Correct answer is "Rene Descartes" Q6: Correct 
answer is ”Mt. Olympus." . 

[Exam] Last question’s result is based upon your Knowledge rank. 
[S. Link] Magician. Chariot, Hermit. Strength, and Sun are available. 
[Cooking] To make Beef Stew, pick "Simmer with a drop lid." 
[S. Link] Hierophant is available. 
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1 Date 

Day 

Time 

Weather 

Events 

5/13 

Fri. 

After School 

Cloudy 

[S. Link] Moon (XVIII) can be established (see P. 193 for 
details). Hermit, and Temperance are available. 



Evening 

Cloudy 

Cutscene (No Free Time). 

5/14 

Sat. 

After School 

Raining 

Cutscene (No Free Time). 



Evening 

Raining 

Can spend time to eat a snack from the fridge to increase 
Courage. (Once only). Can’t use your room for activites. 

5/15 

Sun. 

Daytime 

Cloudy 

Cutscene (No Free Time). 



Evening 

Raining 

Cutscene (No Free Time). 

[Conversation] Pick "Both" to increase Understanding, or 
"Neither" to increase Courage. 

5/16 

Mon. 

After School 

Cloudy 

Cutscene (No Free Time). 



Evening 

Cloudy 

Can eat a snack from the fridge, but nothing will happen (No 
time spent. Once only). Can’t use your room for activities 

5/17 

Tue. 

After School 

Cloudy 

Cutscene 





[Conversation] Picking "No worries, I’ll protect you." requires 
high Courage. 

[S. Link) Priestess (II) is established with Yukiko. 



Evening 

Raining 

Can’t use your room for activities. 

5/18 

Wed. 

After School 

Sunny 

[Event] Rescue Kanji (P. 96). 

[Quest] #7, and #10 available (P.201). 

[S. Link] Hermit, Strength, and Moon are available. 



Evening 

Sunny 

(S Link] Justice is available. 

5/19 

Thu. 

Early Morning 

Sunny 

Chat with Yosuke. 



Lunchtime 

Sunny 

[Exam Scores] See P.94 for details 



After School 

Sunny 

[S Link] Empress (III) can be established (see P.178 for 
details). Hermit, Strength, Moon, and Sun are available. 



Evening 

Sunny 

[ . 

5/20 

Fri. 

After School 

Sunny 

[S. Link] Hermit Temperance, and Moon are available. 



Evening 

Sunny 

[S. Link] Justice is available 

5/21 

Sat. 

Early Morning 

Cloudy 

Gossip Scene. 



After School 

Cloudy 

[S Link] Magician (if Kanji is saved). Chariot. Hermit. 
Strength, and Temperance are available. 



Evening 

Cloudy 

[S. Link] Magician (if Kanji is saved), Hierophant is available 
(if Kanji is saved). 

5/22 

Sun. 

Daytime 

Cloudy 

[Tanaka] Home shopping service starts (See P.92). 

[S. Link] Priestess, and Hermit are available. 



Evening 

Cloudy 

[S. Link] Hierophant is available (if Kanji is saved). 

5/23 

Mon 

Early Morning 

Raining 

Chat with Yosuke. 



After School 

Cloudy 

[Quest] #8 available (P.201). 

[S. Link] Magician, Hermit. Temperance and Sun are 
available. Also Priestess and Chariot (if Kanji is saved). 



Evening 

Cloudy 

Can eat a snack from the fridge, but nothing will happen (No 


time spent. Once only). 

[S Link] Justice is available 
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MAY2011 (CONTINUED) 


Weather Events 


5/24 Tue 


525 Wed. 

526 Thu. 

527 Fri. 

528 Sat 

529 Sun. 

520 Mon. 


After School 
Evening 

Early Morning 

After School 

Evening 

Afternoon 

After School 

Evening 

After School 
Evening 
After School 

Evening 

Daytime 

Evening 
Afternoon 
After School 

Evening 

After School 

Evening 


521 Tue. 


Sunny [S Link] Priestess. Chanot (if Kanji is saved). Hermit, 

Strength, and Sun are available. 

Sunny Home Shopping Package arrives. 

(Cooking] To make sweet and sour pork (if Kanji is saved), 
pick "Use potato starch." 

[S. Link] Hierophant is available (if Kanji is saved). 

Cloudy Gossip Scene. 

Sunny (Job) New jobs are available (P.95). 

[S. Link] Priestess. Hermit, and Moon are available. 

Sunny [Job] Hospital's Janitor 

[S. Link] Justice is available. 

Cloudy [Conversation] Pick "Sacred Carvings" to increase Expression 
and Magician S. Link. 

Cloudy [S Link] Magician. Priestess. Chariot, Hermit. Strength, Moon, 
and Sun are available. 

Cloudy [S Link] Devil or Tower can be established (see P.191,192 for 
details) Hierophant is available (if Kanji is Saved). 

Cloudy [S. Link] Hermit. Temperance, and Moon are available. 

Cloudy [S. Link] Justice and Devil are available. 

Sunny [S Link] Magician. Chariot (if Kanji is saved). Hermit, 

Strength, and Temperance are available. 

Sunny [S. Link) Hierophant (if Kanji is saved) and Tower are available. 
Cloudy [S. Link] Strength (via call, see P.95 for more details). 

Otherwise. Magician and Hermit are available 
Cloudy [S. Link] Hierophant (if Kanji is saved) is available. 

Cloudy [Lecture] Increases Knowledge 
Cloudy [S. Link] Magician (if Kanji is saved), Priestess. Chariot, 
Hermit, Temperance, and Sun are available. 

Cloudy Can spend time to eat a snack from the fridge to increase 
Courage. (Once only). [S. Link] Justice is available 
Cloudy (S. Link] Priestess (if Kanji is saved), Chariot (if Kanji is 
saved). Hermit, Strength, and Sun are available. 

Cloudy [Cooking] To make grilled beef (if Kanji is saved), pick "Use 
soy sauce." 

[S Link] Hierophant (if Kanji is saved) and Tower are available. 




Monthly Home Shoppfog Info 

Starting from May 22nd and on every applicable Sunday thereafter, you’ll be allowed to 
purchase item packages via the TV in your room. You'll receive the package in your room 
a few days after buying them. Check the top of every month’s walkthrough for advance 
information on what Tanaka is selling on Sundays. 
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Date 

Pkg. 

Items 

522 

#1 

Adios Shoes, Slimming Food x2 


#2 

Medical Kit, Medicine x4 

529 

#1 

Steel Panier, Slimming Food x2 


#2 

Ball Lightning, Chest Key x2 



Price 


MAY2011 


5.980 yen 

2.980 yen 

11,800 yen 

4.980 yen 



Sinday Daytime 

(I) You will find an old man standing by the river's edge 
who will give you a fishing set and some baits. 

If you accept them, you will now be allowed to spend 
your day or evening fishing. See page 40 in basics for 
further details. 




Titanium Club = irtaba Thout x2 Chest Key = Genp Ayu xl 

Falcon Eye = Amber Seemax3 Bait x3 = Red Goldfish xl 


(II) Another point of interest is that you’ll be allowed to 
revisit the Strange Shopping District where you fought 
Yosuke's Shadow by talking to him at the TV World 
Nexus. You’ll also find a powerful weapon for him 
hidden among the objects. 

(III) You can also go back to the castle and find 
a strong weapon for Yukiko and a boost to the 

Protagonist's 




courage by 
talking to either 

Chie or Yukiko at the Nexus. Yukiko’s weapon is on 
the 8th floor. You’ll have to climb all eight floors again 
before you’re allowed to travel instantly to them. 
Defeating the optional boss that guards the weapon 
will increase the Protagonist’s Courage. After defeating 
the boss, check the stairs in front of the throne to claim 
Yukiko’s new weapon. 
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8 Contrarian King 


Boss 




C on tra ria n King • Suggested Level: 18 

This boss can be a real handful since it has 
a ton of HP, doesn’t take much damage from 
anything, and has some pretty powerful 
attacks. He will mostly attack one character 
at a time for high damage, but if he uses 
Rampage then he could wipe everyone out 
even if everyone has full HP. To avoid this 
from happening you will need a Persona 

that is resistant to physical attacks and has Media, Tarunda, and Sukunda. A triangle 
fusion of Slime, Sandman, and the Archangel recommended earlier can create an 
Eligor with this setup. 


As long as Tarunda is in effect you should use Media if any character’s HP falls below 
175. Having about 5-10 Revival beads on hand to revive anyone who is KO'd from 
this guy’s powerful attacks is essential to outlasting him. If the fight is too much to 
handle as soon as it’s available, try coming back when you’re at Level 20 or higher. 




Tfuwsday Lmchtime 

The exam scores will be posted today, and you’ll get 
rewards based on how well you did. You’ll need to talk 
to the history teacher who is sort of hiding near the 
west stairwell of the 2nd floor, to claim the reward from 
her. as well as Ryotaro (when he’s around). Nanako 
will give you a special reward if you score the highest. 

For being in the top ten you’ll get a moderate S. Link 
boost with all your classmates. Ms. Sofue will give you 
three Chest Keys and Ryotaro will give you 20,000 yen. 

For being top of the class, Ms. Sofue will give you the same reward but the S. Link boost will 
be bigger. Ryotaro will give you 30,000 yen and Nanako will give you a special accessory. 



(I) If you're out of the top ten then you’ll only get a small boost and Ryotaro will give you 
10,000 yen. You’ll get nothing if you’re at the bottom. 
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Wectiesday After School 


The part-time job board will be updated today with 
two new jobs available and both of them lead to new 
S. Links. 

Taking the janitor position at the hospital will introduce 
you to the Devil S. Link on your second day working 
there. It’s available on the evening of Wednesday, 
Thursday, and Friday. The starting wage for this job is 
5,000 yen. However you’ll need your Diligence to be at 
least Rank 3. 


• •Tutor## 

Daily Salary: 10,000 veA 
Requirements: Requres ti«h Undcrstnndma. 
Wori Days: Tue/Thur (Nmht) 

Benefit: Boosts your expression! 


(I) The other job is for tutor and it leads to the Tower S. Link. It's available every Tuesday, 
Thursday, and Saturday evenings. You will earn a wage of 10,000 yen for doing this, 
however your Understanding must be maxed (Rank 5). 






Sunday Daytkne 

You will receive 
a call from Kou 
today (if your 
Strength S. Link 
is not at Ranks 
5 or 6) and 
there are some 
consequences for 
accepting the offer. 


(I) If you accept the offer, then you’ll spend the Daytime 
with him and Daisuke to increase the Strength and 
Chariot S. Links. You won't be able to use 
the Home Shopping channel, but you will 
receive the book “Lovely Witch Detective" 
if you respond with “Thanks" during the 
ensuing event. 


We strongly recommend you accept this call, 
because it is the only way to get this book 
and it provides a boost to Understanding and 
Diligence from reading it. 
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MAY 


1 


fResctmgKanfi- Steamy Bathhouse 

When you return to the town after school on the 
18th of May you’ll have to rescue Kanji by June 4th. 

However, you’ll need to help Teddie find where he is 
by asking around town a bit. 

(!) First visit Kanji's mother, who is standing outside 
her Textile Shop next door to the Shrine in the North 
Shopping District. Next, head over to the elevator 
lobby at Junes and talk to the woman there. She’ll 
say that a guy who knows Kanji might show up later. 

Come back to Junes on the 19th and the guy who knows Kanji will be there. After talking to 
him, you can then report back to Teddie in the “TV World” and unlock the next dungeon. 



Since this task starts in May. but ends in June, we’ll be covering the walkthrough here in May. 
This dungeon is quite large and cramming all trips into it during the first few days of June 
is unwise. This dungeon has 11 floors, with bosses on floors 7 and 11 Take the first trip on 
the 20th and see how far you can get. If you made it to the 7th floor where the boss resides, 
you can clear this place in three trips, otherwise it’ll likely take four trips. Some good days to 
devote to this dungeon are the 20th through the 29th, and the 3rd or 4th of June. 





Monopolizing Cupid 


Floors Name 


1-2 Autonomic Basalt 
Bribed Fuzz 
Rainy Brother 4 

1 - 2 . 

5-10 

3-4 Cloudgirl Pot 

Phantom Master 
Pursuing Pesce 
3-6 Nizam Beast 

3-8 Daring Gigas 

5-6 Vicious Raven 
5-7 Iron Dice 
5-8 Dancing Hand 
7-8 Egotistical King 
Rainy Sister 4 
Selfish Basalt 
Tranquil Idol 
9-10 Crying Table 
Grave Beetle 
Killer Twins 
Wondrous Magus 
1-10 Wealth Hand 


STEAMY BATHHOUSE 


m 4 # > f' & Item Drop 




Random S - - - W - - Powered Iron 

Random ----- W - Tough Hide. (Old Key)^ 

Random N N W N N N N 4th Boy’s Talc 

Random - - W - S - - Cloth Wings 

Random - - - W - - - Curious Line 

Summon - - - - W W N Magic Cloth 

Random - - R - - W - Firm Cloth 

Random - - - - - - Life Collar 

Random S - - - W - - Proof of Spirit 

Random - W - - - Karma Lamp 

Random - - - W - - - Pure Iron Lump 

Random - S S S S - - Thick Hide 

Random - - - A W R R Beard Fiber 

Random N N W N N N N 4th GirTs Talc 

Random - W W W W W W Selfish Ornament, (Coal) 

Random - - - - - - W Decorative Stone, (Crooked Cross) ^ 

Random S S W S S - - Brave Lumber, (Reflecting Board) 

Random - - - - - S - Sharp Horn, (Grand Horn) 

Random S W - R - - - Gray Shackle 

Random - - Smooth Fabnc 

Random S S S W S N N Chest Key 
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STEAMY BATHHOUSE (CONTINUED) 


7 

11 

11 

11 


Daring Gigas 

Shadow Kanji 
Nice Guy 
Tough Guy 


coxa 


ixia 


B< iss 


B< 


The 3rd and 7th floors in this 
be a short conversation scene behind 
3rd floor. You will have to reach 
4th floor from the north, because there’s a locked door 
you can't open until later. 
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On the 7th floor there is a boss and you should only tackle it with a fresh party at the start of 
your next dungeon trip, so that they can fight him at full strength. 




Dariig Gigas • Suggested Levet 23 

Even though this boss follows a very basic 
pattern, he will give you a serious beating. 

He will use Power Charge, Rebellion, 

Tarukaja, then Single Shot. His attacks will 
injure characters severely, or just outright 
kill them. The best thing you can do is to try 
to avoid getting hit by equipping any Falcon 
Eyes you’ve found and use Sukunda. The 
Protagonist should definitely have a Persona that can at 
Creating Rakshasa by fusing Legion and Berith is a good Persona to defend 
this boss’s attacks. Make sure you bring a lot of Revival Beads into this battle so 
you can keep everyone on their feet. 
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After the battle is over, 
you’ll receive the Bathhouse 
Key, which will allow you to open that 
locked door to the stairs on the 3rd floor. 
Continue to the 11th floor to find a save point 
and then leave the dungeon to prepare for 
the boss fight on your next trip. 


After having saved Kanji, you will 
immediately return to the real world. Also 
note that you won’t be able to do anything 
on the evening of that fight, and time will 
pass to the next day. 


Nice Guy and Tough guy absorb different elements, which 
makes using attacks that hit all enemies a bit difficult. 

Nice Guy absorbs ice, while Tough Guy absorbs Phys 
and Fire attacks. Shadow Kanji doesn’t resist anything, 
so using Mazio or Magaru here is good. Unfortunately, 
your allies aren’t smart enough to learn that they 
shouldn’t use Phys, Ice, or Fire attacks that hit all 
enemies in this fight, so you’ll want to put them on 
manual. 

Nice Guy will periodically boost all of Shadow Kanji’s 
stats, as well as heal him. This makes Nice Guy your 
top priority. You can also get rid of his annoying bufFs 
by switching to a Persona that uses Dekaja. 

Once Nice Guy has been defeated, go after 
Tough Guy while keeping Shadow Kanji 
debuffed with Tarunda and/or Sukunda. Once 
he's done, you’re free to return ail of your allies 
into their default tactics to finish off the job. 


Shadow Kanp, Nfce Guy ,Tougfi Guy 
Suggested Levet 27 

Make sure you bring some Dokudami Teas 
into this fight, and equip any Cool Beads 
you may have found, because Shadow Kanji 
tends to afflict all of your characters with either 
Poison or Enrage. You’ll also want a Persona 
that has resistance to phys attacks. 





















ftZ Thu. 
&3 Fri. 

6/4 Sat. 

&5 Sun. 


6/6 Mon. 


6T7 Tue 


6/8 Wed. 


ft® Thu. 


6/10 Fri. 


After School 

Evening 

After School 
Evening 
After School 

Evening 

After School 

Evening 

Daytime 

Evening 

After School 

Evening 

After School 

Evening 

Morning 

After School 

Evening 

After School 


Evening 

Early Morning 

Lunchtime 

After School 

Evening 


Cloudy 

Cloudy 

Raining 

Raining 

Raining 

Raining 

Raining 

Raining 

Sunny 

Sunny 

Sunny 

Sunny 

Raining 

Cloudy 

Cloudy 

Cloudy 

Cloudy 

Cloudy 


Cloudy 

Cloudy 

Raining 

Raining 

Cloudy 


[Book] "Forever Macho" is on sale. 

[S. Link] Priestess, Hermit, Strength, and Moon are available. 
Spend the evening talking to Ryotaro (if Kanji is saved) for a 
random item (see P.103). 

[S Link] Devil is available 

[S. Link] Sun and Hermit are available. 

[S. Link] Justice. Devil, and Tower are available 
[Quest] #14, #25, #49 are available (P.202, 205, 211). 

[S. Link] Hermit is available 

[S. Link] Hierophant (if Kanji is saved) and Devil are available. 

[Event] The game is over if you proceed to the Evening 
without rescuing Kanji. (P.96), 

[S. Link] Hermit is available. 

Cutscenes (can't use your room for activities). 

[Quest] #9, #11 are available (P.201,202). 

[S. Link] Death (XIII) can be established (P.189). Magician, 
Hermit, and Chariot are available. 

[S. Link] Justice is available. 

Time will be spent introducing Kanji to the group. 

Can eat a snack from the fridge, but nothing will happen. (No 
time spent. Once only.) 

[S. Link) Hierophant is available 
[Quest] #12. #15 are available (P.202, 203). 

[Event] Can revisit the Bathhouse (P.103). 

[S. Link] Sun and Hermit are available. 

[S Link] Justice and Tower are available. 

[Conversation] Pick "From the play, Hamlet” to increase 
Expression and Priestess S. Link. 

[Conversation] Pick "Kitao from Santo Inc." then "Can it come 
in two months" to increase Knowledge and Comunication. 
Home shopping package arrives. 

[Cooking] To make Curry, pick "Let it simmer " 

(S: Link] Hierophant and Devil are available. 

[Quest] #16. #17 are available (P.203). 

[Conversation] Talk to Saki Konishi’s brother in the school's 
1st floor lobby (see P.188 for details). 

[S. Link] Emperor (IV) can be established (P.179). Magician, 
Priestess. Chariot, Hermit. Strength. Moon, and Sun are available. 
[S Link] Hierophant, Devil, and Tower are available. 

Chat with Chie. 

Cutscene. 

[S. Link] Hermit is available. 

[S. Link] Justice and Devil are available. 


6/1 Wed. 



6/11 

Sat 

After School 

Cloudy 



Evening 

Cloudy 

6/12 

Sun. 

Daytime 

Cloudy 



Evening 

Cloudy 

6/13 

Mon. 

Early Morning 

Cloudy 



Afternoon 

Cloudy 



After School 

Cloudy 



Evening 

Cloudy 

6/14 

Tue. 

Early Morning 

Raining 



After School 

Raining 



Evening 

Cloudy 

6/15 

Wed. 

Morning 

Cloudy 


[S. Link] Magician, Emperor, Chariot, Hermit. Strength, and 
Temperance are available. 

[S. Link] Justice and Tower are available. 

[S. Link] Priestess (via call event) is available (P.104). Otherwise 
Magician, Priestess, Emperor, Hermit, and Death are available 
i [Cooking] To make Potato Salad, pick “Smash them while still hot" 
! [S. Link] Hierophant is available. 

Gossip Scene. 

[Pop Quiz] Pick "Anaerobics" to increase Knowledge. 

[Conversation) Spend time with Saki's brother. 

[S. Link] Magician, Priestess, Chariot, Hermit. Strength, and 
Temperance are available. 

Can eat a snack from the fridge, but nothing will happen. (No 
time spent. Once only.) 

[S. Link] Hierophant is available. 

Gossip Scene. 

[S. Link] Hermit and Sun are available. 

Time is spent with Nanako 

[Conversation] Pick ’To hang" to increase Expression and 
Magician S. Link. 


After School Cloudy [S. Link] Hanged Man (XII) can be established (see P.188 fix details). 

Priestess, Emperor, Hermit Strength, and Moon are available. 

Evening Cloudy Home Shopping package arrives. 

[S. Link] Justice and Devil are available 
6/16 Thu. Early Morning Sunny Chat with Vukiko. 

After School Cloudy Time is spent with Yukiko and Chie at Junes. 

Evening Cloudy [S. Link] Hierophant, Devil, and Tower are available. 

6/17 Fri. Afternoon Cloudy 1st day of Outdoor Ed. 

[Conversation] Pick "Eat it" (Courage Rank 4).to increase S. 
Link with Chariot and Priestess. 

Evening Cloudy 1 st night of Outdoor Ed. 

(Conversation] Pick "Don't do this" to increase Expression. 
6/18 Sat. Morning Cloudy 2nd day of Outdoor Ed. 

[Conversation] Pick "... Chie, or"... Yukiko" to increase S. Link 
with Chariot or Priestess respectively. 

Evening Cloudy Can't use your room for activites. 

6/19 Sun. Daytime Cloudy [S. Link] Magician. Emperor. HermiL and Hanged Man are available 

Evening Cloudy Cutscene (no Free Time). 

6/20 Mon. Early Morning Cloudy Chat with Kanji and the group 

Morning Cloudy [Pop Quiz] Pick "Socrates" to increase Knowledge. 

After School Cloudy [S. Link] Magician, Priestess, Chariot, Hermit, Hanged Man, 
Temperance, and Sun are available. 

Evening Cloudy Can't use your room. Spend time eating a snack from the 

fridge to increase Courage (once only). 

[S. Link] Hierophant is available 


\ 
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Meather Events 
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621 

Tue. 

After School 

Evening 

6/22 

Wed. 

After School 



Evening 

6/23 

Thu. 

After School 

Evening 

624 

Fri. 

After School 



Evening 

625 

Sat. 

Early Morning 

After School 

Evening 

626 

Sun. 

Daytime 



Evening 

627 

Mon. 

Morning 

After School 



Evening 

628 

Tue. 

After School 



Evening 

629 

Wed. 

After School 



Evening 

6/30 

Thu. 

Afternoon 


After School 


Evening 


Raining [S. Link] Sun and Hermit are available. 

Raining Can't use your room for activites. If you didn't see the 

cutscene in your room last night, you'll see it tonight instread. 

Cloudy Cutscenes (no Free Time). 

(Conversation] Pick "Recommend ganmodoki" to increase 
Magician S. Link. 

Raining Cutscenes (no Free Time). 

Cloudy Cutscenes (no Free Time). 

Raining Home Shopping package arrives. Can't use your room for activites. 

Cloudy [Event] Rescue Rise (P.105). 

(S. Link] Star (XVII) is established with Teddie. Hermit, 

Hanged Man, Temperance, and Moon are available. 

Sunny [S Link] Justice and Devil are available. 

Raining Chat with Chie. 

Raining [S Link] Hermit is available. 

Raining [S Link] Justice and Tower are available. 

Cloudy [S Link] Magician. Emperor (if Rise is saved), Hermit, and 
Death are available. 

Cloudy [S. Link] Justice is available. 

Sunny (Pop Quiz] Pick "Hatred and jealousy" to increase Knowledge. 

Sunny [S. Link] Magician (if Rise is saved), Priestess, Chariot (if Rise 
is saved), Hermit. Hanged Man, and Sun are available. 

Sunny Can eat a snack from the fridge, but nothing will happen. (No 
time spent Once only.) 

(S. Link] Hierophant is available (if Rise is saved). 

Cloudy [Book] "Short on Cash" is on sale. 

[S. Link] Priestess (if Rise is saved). Chariot Hermit, Strength. 
Hanged Man, and Sun are available. 

Cloudy (S. Link] Justice and Tower are available. 

Cloudy [S. Link] Priestess, Emperor (if Rise is saved), Hermit, 
Strength, and Moon are available. 

Cloudy Home Shopping package amves. 

[Cooking] To make meatballs (if Rise is saved), pick "Cut a 
hole and look for juice." 

(S. Link] Hierophant (if Rise is saved) and Devil are available. 
Cloudy [Pop Quiz] Pick "Pis Pis River" to increase Knowledge. 

Cloudy [Quest] #19 available. (P.204) 

[S. Link] Priestess, Chariot (if Rise is saved), Magician, Emperor, 
Hermit Strength, Hanged Man. Moon, and Sun are available. 
Cloudy [S. Link] Hierophant (if Rise is saved). Devil, and Tower are 
available. 


JUNE 2011 




Date Pko. 

/t&ms 

6/5 #1 

Jingi Fundoshi, Slimming Food x2 

#2 

Inaba Trout, Amber Seema x2 

6/12 #1 

Fire Suppressor, Herbal Pill x2 

#2 

Balm of Life, Curse Paper x4 

6/19 #1 

Power Belt. Herbal Pill x2 

#2 

Huge Fish, Ice Cube x4 

626 #1 

Myth-like Sword, Herbal Pill x2 



#2 Purifying Salts x2, Segaki Rice x2 



Price 


11.800 yen 

2.980 yen 

4.980 yen 

2.980 yen 

4.980 yen 

9.800 yen 
9,800 yen 

3.980 yen 



Duchess = inaba Trout x3 Chest Key = Amber Seemaxl 

Land Badge = Huge Ftshxl Batx3 = GenpAyux1 



We&iesday Euermg 

(I) You can choose to spend the evening shopping with 
Ryoutaro and Nanako by talking to him. If you do, you 
will get a random set of items. You receive Medical 
Kit x3, Peach Seed xIO, Royal Jelly x5, or Dokudami 
Tea x2. 



Tuesday After School 

With Kanji in your group now, you can revisit the Bathhouse and challenge the optional boss 
on the 11th floor. To visit the Bathhouse, speak to Kanji at the Entrance area of the TV world. 
The best time to go into the Bathhouse is June 10th, which is the first rainy day after all of 
the item-collecting Quests related to that dungeon become available. Climb the dungeon’s 
eleven floors, then return the following day to challenge the boss. 
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• Suggested Level: 29 

This extra boss is a lot easier than the 
previous one back at Yukiko’s Castle. He has 
a weakness to electrical attacks, and mainly 
uses Bufula and Garula. You’ll want both Kanji 
and Yukiko in your party, if you do this, the 
boss will relentlessly target Yukiko with Bufula, 
leaving Kanji free to use Zionga. Make sure 
Kanji reaches level 27 so that he can learn Elec Boost. 

All you really need to do here is spam Zio or Zionga and keep Yukiko s 
HP up with Diarama from Titania. When you’re prompted to use an 
All-out attack you should refrain, because the amount of damage you 
do with it is not much more than bonus damage you inflict if someone 
smacks him with Agilao, Garula, or Bufula when he’s down. 


(I) Beating this boss rewards 
your protagonist with a boost 
to Courage and a pretty 
powerful weapon for Kanji if 
you check the platform 
in the boss’s room. 



SiMKtay Daytwne 

(I) Yukiko will call and ask to spend time with you. If 
you spend time with her you’ll miss out on the Home 
Shopping offer. However, since she'll also be around 
to spend time with even if you decline the offer you 
can still get the Home Shopping package. The 
items this week aren’t much to speak of so you 
won’t be missing much from either choice. 
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RescimgRise-ManMiyuStiptea 

After establishing the Star Social Link with 
will have to rescue Rise. Your deadline for 
the rescue is July 9th — two weeks from now. In 
to start the rescue you need to search around town 
and give Teddie the information 
where she’s being held. 


(1) It takes a couple of days to 
tion, so once you have control over the Protagonist 
again on the 24th, go to the Practice Building’s 2nd 

floor hallway to talk to the chubby student (Rise’s Fan). After talking to him, go to the Tofu 
store and talk to Rise’s mother. That will be all you can do for the day, so you’re free to 
spend the rest of the 24th as you like. 


(II) On the 25th, go to the Flood Plain and talk to the 
Photographer. Trade Information with him by saying “I 
think she’s stressed.” Talk to him again and this time 
reply with “She's different on TV." You'll hear a chime 
indicating you’ve got the information necessary to give 
to Teddie to find her. 

Since the 25th is a rainy day and there’s little to do, 
you should go to Junes and start your first trip inside 
the dungeon today. This dungeon is similar to the 
previous one. It has 11 floors; the 3rd and 7th floors 
are fixed and there are bosses on the 7th and 11th floors. It should take no more than 3 or 
4 trips into the dungeon to clear it. The best days to go in are today (June 25th), July 1st, 
8th, and 9th because they are all rainy days, and there won’t be much else to do. 





MARUKYU STRIPTEASE 


« * # * r * 


- - - W - - - Hard Rock 

.Iron Eyeball 

- W - - - Rubbery Object 

W A A N N 3rd Girl's Talc 

- - - - - Passion Clasp, (Flower Brooch) 

W S - - - Idle Stone Iron 

R R R R R Tanned Hide 

A W ANN Zero Cloth 

- AS*- Wrought Lamp 

A A W N N 3rd Boy's Talc 

- - - - - Steel Collar 

- W - - - Sturdy Molar 

W - - - W Haorilron 
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- S 

A A 


S - 

- R 

A A 

- W 
A A 

- W 

- N 



























STRIP BAR 3rd FLOOR 


O-To and From 

2nd Floor 


Q _CHEST 


To and From 
4th Floor 


Blooming Bambino 
Large Basalt 
Silver Dice 
Rain Leg Musha 
Arcane Turret 
Champion Knight 
Mighty Cyclops 
Sky Balance 
Treasure Hand 
Amorous Snake 
Shadow Rise 
Shadow Teddie 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Boss 

Boss 

Boss 


- - Heavy Iron Lump, (Charmed Veil) 

R.Safety Angle 

.Quiet Bouquet 

S W.Tortoise Shell 

S - - ... Silver Lump 

A A A W A N N Zero Board 

.Sheet Metal 

S.Steel Reins 

- W A - - - - Sharp Thorn 

R W R R R R R Fashionable Dish 

- - - - - - - Chest Key 

- W - - - N N - 

- - - - - N N 

- - A - - N N 


When you reach the 7th floor the power will go out, making it especially difficult to see 
enemies in the dark. Use your mini-map to gauge where the enemy is onscreen in relation 
to you to avoid getting ambushed. 


7-9 

9-10 


1-10 

7 

11 


CHEST 
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CHEST 


CHEST: 

Soma 


CHEST 


To and From 
8th Floor 


-—• 


BOSS: 

Amorous Snake 


Locked by 
Power Outage 


Jo and From 
6th Floor 



After winning that fight the lights will be turned 
back on and there will be a chest (available 
one time only) containing a Soma in that room. 
Continue to the 11th floor and save the game 
when you arrive. Prepare to fight the boss with 
fresh characters for that day. Make sure that 
Chie replaces Yukiko in your group and switch 
everyone’s tactics to manual. 


Amorous Snake • Suggested Level: 32 

The Amorous Snake only has one trick up 
its sleeve: it will use Stagnant Air to raise 
the chance of hitting you with ailments and 
then use Virus Wave to try to inflict poison 
on all of your characters at once. You should 
actually ignore the poison status because it’ll 
be healed after the fight. Instead you should 
just focus on keeping your HP above 100, 
because this battle is really simple. 












































Shadow Rise • Suggested Levefc 35 

This is a two-part fight and the first boss in , 

general is pretty easy. She will mostly use fire 

attacks for the fight so you should command SSfeSfiQb 15SS5L 
Chie to guard at all times. You can use a 
Persona that resists fire attacks but she will 
spend a turn to cast Fire Break periodically. 

You can damage her with just about any 

attack you like but when she’s lost half her HP she will use Supreme Insight to 
discover everyone’s weaknesses. When this happens you should set Tactics for all 
allies to guard, including yourself. After three rounds of guarding, the battle will end. 



After the battle, Rise will gain her Persona and join you in the following fight as a replace¬ 
ment for Teddie against his shadow. 



Shadow Tedcfie • Suggested Levefc 35 

This boss is the reason you want Chie here 
instead of Yukiko because he loves to use 
Mind Charge followed by Mabufula. Switch to a 
persona that can protect you from Ice attacks, 
such as Undine when he uses “Mind Charge." 

Throughout the battle Teddie's Shadow will also 
use Marakunda to increase the potency of his 
attacks against you, as well as using a skill that 
attempts to mute everyone. Be sure to have an ample supply of Mouthwash. 


After you’ve sufficiently damaged him, he’ll begin accumulating power for an attack. 
When Rise tells you to Guard, switch off everyone’s Al and have them all guard to 
protect against that attack. 


Ose is an awesome persona to have here because he comes with Power Charge and 
a very useful multi-hit physical attack skill. You can easily make Ose from a triangle 
fusion of Yomotsu Shikome, Obariyon, and Legion. Magic is not very useful in this 
fight, so go all out with physical attacks. 


After the battle there will be a cutscene as Ryotaro returns home. You are then free to 
spend the evening if you're able. 
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JULY2011 


Twne Weather Events 


Fri. Early Morning 

After School 

Evening 


7/2 

Sat. 

After School 

Evening 

7/3 

Sun. 

Daytime 

7/4 

Mon. 

Evening 

Morning 



After School 



Evening 

7/5 

Tue. 

After School 



Evening 

7/6 

Wed 

After School 



Evening 

7/7 

Thu. 

Afternoon 



After School 



Evening 

7/8 

Fri. 

Early Morning 

After School 



Evening 

7/9 

Sat 

Early Morning 



After School 

7/10 

Sun. 

Evening 

Early Morning 



Daytime 


Evening 


Raining Chat with Yousuke 

Raining (S. Link] Hermit is available. 

Raining [S Link] Justice and Devil are available. 

Cloudy [S. Link] Chariot. Hermit Strength, and Temperance are available. 
Cloudy (S. Link] Justice and Tower are available 
Cloudy (S. Link] Sun is available (via call). Otherwise. Magician (if 
Rise is saved). Hermit, Emperor, and Death are available. 
Cloudy [S Link] Hierophant is available (if Rise is saved). 

Sunny [Conversation] Pick "Inductive reasoning" to increase 
Expression and Magician's S. Link. 

Sunny [S. Link] Magician. Priestess. Chariot (if Rise is saved). 

Hermit, Hanged Man. and Sun are available. 

Sunny Eat a snack from the fridge to increase Courage. (Once only. 
No time spent.) 

[S. Link] Justice is available. 

Cloudy [S. Link] Priestess (if Rise is saved). Chariot. Hermit, Strength. 
Hanged Man, and Sun are available 

Cloudy [S. Link] Justice and Tower are available. 

Cloudy [S. Link) Priestess (if Rise is saved). Emperor. Hermit, 
Strength. Hanged Man. and Moon are available. 

Cloudy Home Shopping package arrives. 

[Cooking] To make Daigaku-imo (if Rise is saved), pick "Deep 
fry them." 

[S Link] Hierophant (if Rise is saved) and Devil are available. 

Cloudy [Pop Quiz] Pick "Kakinomoto no Hitomaro" to increase 
Knowledge. 

Cloudy [S. Link] If Rise is saved. Magician, Priestess. Emperor, and 
Chariot are available, including Hermit, Strength, Hanged 
Man, Moon, and Sun. 

Cloudy [S Link] Devil and Tower are available. 

Raining Chat with Kanji. 

Raining [S Link] Hermit is available 

Raining (S. Link] Justice and Devil are available. 

Raining Chat with Chie. 

Raining [Event] The game is over if you proceed to the Evening 
without rescuing Rise (P.105). 

[S. Link] Hermit is available. 

Raining Cutscenes (cant use your room for activites) 

Sunny Cutscenes. 

Sunny Cutscenes (no Free Time). Teddie and Rise join. 

[Conversation] Pick "Leave it to me" to increase Courage. 

Sunny Cutscene (can’t use your room for activites). 

[Conversation] Understanding goes up from talking to 
Nanako. Can now fuse 4-6 Personas. 
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7/11 Mon. 

7/12 Tue. 


Early Morning 

Cloudy 

After School 

Cloudy 

Evening 

Cloudy 

Early Morning 

Raining 

Morning 

Raining 

After School 

Raining 

Evening 

Cloudy 


Chat with Yosuke. Cutscenes. 

Cutscenes (no Free Time). 

[S Link] Justice is available. 

Gossip scene 

[Lecture] Knowledge increases. 


[Quest] #21 available (P.204) 

[Event] Can revisit Marukyu Striptease (see P.113). 

[S. Link] Hermit is available. 

[Conversation] Spend time studying with Yousuke. Yukiko, or 
Chie to increase S. Link and Knowledge. 

[Cooking] To make Creme Caramel, pick "Vanilla Extract." 

[S. Link] Justice and Tower are available. 


7/13 

Wed. 

Afternoon 

Cloudy 

[Pop Quiz] Pick "It takes time" to increase Knowledge. 



After School 

Cloudy 

[Quest] #18 available (P.203). 

[Conversation] Study with Kanji increases Knowledge and S. Link. 
[S. Link] Priestess, Hermit are available. 



Evening 

Cloudy 

[S. Link] Hierophant and Devil are available. 

7/14 

Thu. 

Morning 

Sunny 

[Pop Quiz] Pick "Civil Dawn" to increase Knowledge. 



After School 

Sunny 

[Conversation] Study with Yukiko increases Knowledge and S. Link. 

[S. Link] Magician, Emperor, and Hemit are available. 



Evening 

Sunny 

[Cooking] To make Fried Chicken, pick “Potato Starch." 





(S. Link] Justice, Devil, and Tower are available. 

7/15 

Fri. 

Afternoon 

Sunny 

[Pop Quiz] Pick "No. it’s not possible" to increase Knowledge 



After School 

Sunny 

[Book] "Man of History" is on sale. 

[Conversation] Study with Rise to increase Knowledge. 

[S. Link] Chariot, Hermit, and Temperance are available. 



Evening 

Sunny 

[S. Link] Strength (via phone, see P.114), Hierophant and 

Devil are available 

7/16 

Sat. 

Early Morning 

Raining 

Chat with Chie. 



Morning 

Raining 

[Pop Quiz] Pick "Insect Repellent" to increase Knowledge. 

[Conversation] Study with Yosuke, Chie. Rise, or Kanji to 
increase Knowledge and S. Link. 

[S. Link] Hermit is available. 



After School 

Raining 



Evening 

Cloudy 

[S. Link] Justice and Tower are available. 

7/17 

Sun. 

Daytime 

Cloudy 

[S. Link] Strength is available (via planned event see P.114). Otherwise 
Magidan, Priestess, Emperor, Hermit and Death are available 



Evening 

Cloudy 

[S. Link] Justice is available. 

7/18 

Mon. 

Daytime 

Sunny 

[S. Link] Magician, Priestess. Chariot. Hermit. Death, and 
Temperance are available. 



Evening 

Sunny 

Home Shopping package arrives. Can spend time eating a 
snack from the fridge to increase Courage. 

[S. Link] Hierophant is available 

7/19 

Tue. 

Morning 

Cloudy 

[Exam] Q1: Correct answer is "To hang." Q2: Correct answer 
is "From the play, Hamlet" 



x 
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JULY2011 (CONTINUED) \& A 




Wed. Morning 


7/21 Thu. Morning 


7/22 Fri. Morning 


Cloudy 


Raining 


Cloudy 


7/23 

Sat. 

Morning 

Cloudy 



After School 

Cloudy 



Evening 

Cloudy 

7/24 

Sun. 

Daytime 

Cloudy 



Evening 

Cloudy 

7/25 

Mon. 

Early Morning 

Raining 



Lunchtime 

Cloudy 



After School 

Cloudy 



Evening 

Cloudy 

7/26 

Tue. 

Early Morning 

Raining 



After School 

Raining 



Evening 

Raining 

7/27 

Wed. 

Daytime 

Cloudy 



Evening 

Cloudy 

7/28 

Thu. 

Daytime 

Cloudy 



Evening 

Cloudy 

7/29 

Fri. 

Daytime 

Cloudy 



Evening 

Cloudy 

7/30 

Sat. 

Daytime 

Sunny 



Evening 

Sunny 

7/31 

Sun. 

Daytime 

Sunny 



Evening 

Sunny 


(Exam) Q3: Correct answer is "Man-yoshu." Q4: Correct 
answer is "Socrates" 

lExam] Q5: Correct answer is "Insect repellent." Q6: Correct 
answer is "Jealousy of the superior." 

[Exam] Q7: Correct answer is "Melons." Q8: Correct answer is 
"Nautical dawn is brightest " 

[Exam] Last question’s result is based upon your Knowledge 
rank. 

[Conversation] "My pen was on fire" or "I didn’t get a single 
one" increases Courage, "Just you wait and see increases 
Expression 

[S Link] Lovers (VI) is established with Rise. 

Can't use your room for activites. [Conversation] Pick 'I'll 
protect you" to increase Justice S. Link. 

[S. Link] Magician. Emperor, Lovers. Hermit, and Death are 
available. 

[S. Link] Justice is available. 

Chat with Yukiko. 

Exam results are posted and rewards may be claimed (see 
P.114 for details). 

[S. Link] Magician, Priestess, Chariot. Hermit, Strength. 

Temperance, and Sun are available 

Can spend time eating a snack from the fridge. (Once only. 

No Effect.) 

[S Link] Justice is available. 

Gossip scene. 

[S. Link] Hermit and Sun are available. 

Can’t use your room for activites. 

[Event] Capture Mitsuo (see P.115). 

[S Link) Hermit is available. 

Home Shopping package arrives. 

[S. Link] Justice and Devil are available. 

[S. Link] Hermit is available. 

[S Link] Devil and Tower are available. 

[S. Link] Hermit and Temperance are available. 

[S Link] Justice and Devil are available 

[S. Link] Magician, Priestess (if Mistuo is captured), Emperor, 

Lovers (if Mistuo is captured), Hermit, and Temperance are 

available. 

[S. Link] Justice and Tower are available. 

[S. Link] Magician (if Mistuo is captured). Emperor (if Mistuo is 
captured). Lovers. Hermit, and Death are available. 
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17 


7/17 


7/31 


Armada Bustier. Giant Candy x2 

Peach Seed x30. Soul Drop xIO 
Purple Suit Giant Candy x2 
Daimond Shield x2. Heavy Soup x6 
Kitchen Knife, Giant Candy x2 
Second Maid x24, Dr. Salt NEO x24 
Maneki Neko, Giant Candy x2 
Samrt Bomb x2. Super Sonic x2 


20.800 yen 

2.980 yen 

20.800 yen 

8.800 yen 

11.800 yen 

7.800 yen 

7.980 yen 

6.980 yen 



Bath Lid = Huge Ftshxl Chest Key=Red Gokffishx2 

Blessed Hands = AmberSeemax4 Bat x3 = Iraba Trout xl 





Monday Evermig 

(D Now that Rise (and Teddie) 
have joined, you can revisit the 
Strip Bar and challenge an 
extra boss on the 11 th 
floor for an increase 
in Courage and get 
a powerful weapon for 
Teddie if you check behind 
the boss’s platform. Though 

the dungeon is available today, you should wait until Quest #18 
becomes available tomorrow. Once Quest #18 is available, you’ll 
have all available item hunting quests ready to be completed 
through one trip into the TV World. When you challenge 
the boss, make sure you do so before 19th. The exams 
start on the 19th and immediately after that there will 
be some events leading to the new dungeon opening 


MARUhOU STRIPTEASE REVISITED \& M 



















I*®" 


Teddie is a good choice for a support 

character because he can learn Mediarama in short order. As long as you relegate 
Teddie to healing duties with that skill it’s nearly impossible to lose this fight. 


vea 




Momentary Chid • Suggested Levefc 38 

This boss is pretty simple to beat. It has a 
weakness against ice, so bring Chie into this 
fight and have a persona that can use Bufula. 
The plan of attack is a simple one, just knock 
this boss down with ice and perform All-Out 
Attacks constantly. 



Friday Evermig 

(I) If you go to your room before participating in any 
evening events, you will receive a phone call from 
either Kou or Daisuke, depending upon what sports 
team you’re a part of. Be mindful that the call from Kou 
won’t come if the Strength S. Link for the basketball 
team is at Rank 5 or 6. If you accept the call, then 
you’ll be spending the daytime of Sunday the 17th with 
them; meaning you'd miss the home shopping event. 

During that event on the 17th. you have the opportunity 
to pick up the Fun with Numbers book by saying “I’m allergic to math. Compared to the 
items offered from the Home Shopping Channel, the book is of greater value and you should 
accept the evening call from a sports team. 





Monday Lunchtime 

The exam results will be posted today. You will get rewards based upon your performance in 
the school. 

For being in the top ten you’ll get a moderate S. Link boost with all of your classmates. Ms. 
Sofue will give you three Magic Mirrors and Ryotaro will give you 20,000 yen. 

For being top of the class Ms. Sofue will give you the same reward but the S. Link boost will 
be bigger. Ryotaro will give you 40,000 yen and Nanako will give you a special reward. 
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(I) If you’re not in 
then you’ll only get a small 
Ryotaro will give you 


CaptumgMHsuo- Void Quest 

July 27th marks the start of summer vacation and there 
will be no school until the beginning of September. Your 
deadline for capturing Mitsuo is August 12th. 

(I) In order to access the dungeon where Mitsuo is, 
you’ll need to do a fair bit of walking and talking. First, 
talk to Yosuke at the north end of the Shopping District 
and then go to Kanji at the floodplain’s edge Next, talk 
to Ryotaro who’s standing across from the Shopping 
District’s gas station. He’s tight-lipped, though Adachi is 
notoriously loose-lipped — but he won’t show up until 
tomorrow. You can find Adachi at Junes on Thursday to say “I’ll tell Dojima" to him and then, 
from there, check in at Souzai Daigaku (it’s next to the job board). Finally, on Friday, talk to 
the guy outside the Tofu store and you’ll be able to go into the dungeon to rescue Mitsuo. 



dm r±' 



Floors 

Name 

Type 

tf 

* # 

* 

r 

*f 

ftem Drop 

1-2 

Corrupt Tower 

Random 


w 

- 

S 

- 

- 

- Platinum Crown 


Dependent Basalt 

Random 

s 

- 

* 

- 

- 

W 

W Dependent Iron 


Mad Cyclops 

Random 

- 

w 

- 

- 

- 

- 

- Steel Thorn 


Rainy Castle 

Random 

A 

A 

w 

A 

A 

- j 

- Curious Boulder 

1-4 

Justice Sword 

Random 

- 

- 

- 

W 

- 

- 

- Nice Ornament 


Lustful Snake 

Random 

- 


w 

- 

- 

- 

- Jet Black Scale 

3-4 

Amenti Raven 

Random 

- 

- 

w 

- 

W 

- 

- Devilish Feather. (Eternal Lamp) 


Blind Cupid 

Random 

- 

L-,; 


s 

w 

- 

- Chirping Wings. (Leaf Pochette) 


Fate Seeker 

Random 

N 

- 

- 

- 

w 

- 

- Gazing Clasp 


Rainy Sister 2 

Random 

R 

R 

R 

w 

R 

- 

- 2nd Girl’s Talc 


Spurious Book 

Random 

- 

- 

- 

- 

- 

- 

- Paleograph 

5-6 

Almighty Hand 

Random 

S 

. 


. ; 

w 

I . I 

- Alloy Signature 


Anguish Basalt 

Random 

s 

- 

- 

- 

w 

- 

- Anguish Stone 


Blue Sigil 

Random 


_ 


w 

. 

_ 

- Electric Rock 


Rain End Musha 

Random 

- 

R 

R 

R 

R 


- Rain Steel 


Rainy Pot 

Random 

A 

W 

A 

A 

A 

- 

- Rare Poncho 
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Strength Beetle Random 

Whimsical Papillon Random 

7-8 Avarice Bambino Random 

Rainy Brother 2 Random 

7-9 Ardent Dancer Random 

Leading Idol Random 

Monomaniac Fuzz Random 

Platinum Dice Summon 

9 Beastly Gigas Random 

Protective Rexy Random 

Scarlet Turret Random 

Steel Machine Random 

1-9 Supreme Hand Random 

7 Almighty Hand Boss 

Killing Hand Boss 

10 Mitsuo the Hero Boss 

Shadow Mitsuo Boss 


R R R R R W Golden Horn 

- W - - - - Shiny Scale 

W.Alluring Lily 

R R W R R - - 2nd Boy’s Talc 

W.Blade Metal 

HT-JW i - } - { -‘Trial Obsidian 

- - w - - - Compacted Metal 

- W - - - - Light String 

.Proof of Fight 

- - - - - - Guard Cloth 

S.Super-Alloy 

S S S S S - - Tungsten, (Culurium) 

S N N N N N N Chest Key 

S - - - W - - - 

.N N - 

- - - - - N N - 

... . - N N - 




Unlike the previous two dungeons, this one has just 10 floors. However, the 3rd and 7th 
floors are both fixed and there are bosses on the 7th and 10th floors. 



On your first attempt, try to make it to the 7th floor; leave, and then come back again on 
August 6th, which is a rainy day, to challenge the boss. 
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Navigating the 7th floor to find the boss is a bit problematic because there are invisible walls 
in each of the intersections that change your direction when you run into them. They restrict 
your movement down the path but the walls will rotate each time you run into one. So keep 
trying to go in a direction and eventually you'll be able to get to where you’re going. 


A - ± i 


Kfcig Hand and Almk^ity Hand 
Suggested Levefe 40 

This is a pretty easy fight. The Killing hand 
will, on occasion, summon an Almighty Hand. 

The Almighty Hand is basically a healing mule rS| 
that is weak against wind attacks and has 
fairly low HP, which means Yosuke can help 
out a ton here. 

All you need to do is pile on the attacks, kill the Almighty Hand before its turn comes 
around, and heal everyone up from time to time. 


The Orb of Darkness you find in the chest in the room after defeating that boss is necessary 
to fight the next boss on the 10th floor. Keep going to the 10th floor, then use the save point 
to leave the dungeon. Come back again by the August 12th deadline for the main event. 
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Shatkw IVStsuo • Suggested Levet 43 

This battle will be a long, hard fight. The 
basic gist of this fight is that Mitsuo’s Shadow 
will summon a giant character sprite as a 
shell to protect itself. You must destroy the 
character sprite first before you can damage 
Mitsuo's Shadow. However, Mitsuo’s Shadow 
will re-make the sprite over time while he’s 
vulnerable. If the sprite gets re-made, you’ll 
have to destroy it again to continue damaging Mitsuo’s Shadow. 

A difficult twist to this fight is that this boss gets two actions per turn. The fight 
is relatively easy when facing the sprite, but can become maddeningly difficult 
when Mitsuo’s Shadow starts attacking. You should, at the very least, equip your 
Protagonist with a Bravery Vessel or better accessory, because Mitsuo's Shadow has 
a nasty habit of using Stagnant Air, Evil Touch (or Smile), followed by Ghastly Wail. 
Another nasty trick up its sleeve is that it will sometimes spam an elemental spell at 
everyone. If you have any characters that are weak against the element it picks, 
you should switch them to manual control and have them guard until it starts 
rebuilding the sprite. The element it uses can be telegraphed by noting the 
type of shield it casts after the sprite is destroyed. If it puts up a fire 
shield, it’s going to use Maragion. 

If a character gets knocked down by an attack, Mitsuo's Shadow 
will cast Megidola for its follow up attack. This combo can be 
deadly, especially if you switch to a persona that is weak against 
an element. 

Mitsuo’s Shadow will attack for several turns before re-making the 
sprite, so during that time you have to inflict as much damage as you 
can to prevent it being created again. Create a Black Frost so that it 
inherits Power Charge, because it also comes with Mind Charge by 
default. With those two skills at your disposal you can start to do some 
serious damage. You can get Power Charge onto Black Frost by fusing 
Ose with a Power to create a Pyro Jack, and then Black Frost can inherit 
the skill from Pyro Jack. Also make use of Rakunda to increase 
the damage which all your characters can dish out. If you’re 
successful, the partially rebuilt sprite will be destroyed and 
Mitsuo’s Shadow will be knocked down, allowing for an 
All-Out Attack. Then it will start trying to create the sprite 
again. Keep this up and eventually you will defeat it. 




wit 

lit 




After the battle is over, the rest of the day will be unavailable, 
due to all scenes that will happen afterward. 
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Weather Events 


Sunny 

Sunny 

Cloudy 

Sunny 

Sunny 

Sunny 


AUGUST2011 (CONTINUED) 


[S. Link] Emperor, Lovers, HermiL and Death are available. 

[S Link] Hierophant is available. 

(Event] Job at Junes Food Court (P. 123). 

[Event] Summer Festival (P.123). 

[Event] Summer Festival (P.124). 

[Quest] #24 and #28 available (P.205. 206). 

[S. Link] Magician, Priestess, Chariot. Hermit, and 
Temperance are available. 

Sunny Home Shopping package arrives. 

[S. Link] Hierophant is available. 

Sunny [S Link] Priestess. Lovers. Chariot, and Hermit are available. 

Sunny The evening is spent with Nanako. 

[Conversation] Help Nanako with her homework to increase 
Justice S. Link 

Sunny [Book] "Man-God" is on sale. 

[S. Link] Priestess. Emperor, and Hermit are available. 

Sunny The evening is spent with Nanako. Justice, and Magician S. 
Links increase. 

Raining [S. Link] Hermit is available. 

Raining The evening is spent with Nanako. Justice, Priestess, and 
Chariot S. Links increase. 

Sunny [S Link] Chariot (via cell call) is available Otherwise. 

Magician, Lovers. Chariot. Hermit, and Temperance are 
available. 

Sunny The evening is spent wjth Nanako. 

[Conversation] Pick "No" to increase Justice S. Link. 

Raining [S. Link] Hermit is available. 

Cloudy The evening is spent with Nanako. Emperor, Lovers, and 
Justice S. Links increase. 

Cloudy [S. Link] Lovers (via cell call) is available. Otherwise, 

Magician, Emperor, Lovers. Chariot. Hanged Man. and Hermit 
are available. 

Cloudy The evening is spent with Nanako. 

(Conversation] Pick "Male" to increase Justice S. Link. 

Raining The time is spent studying. Knowledge increases greatly. 
Cloudy The evening is spent with Nanako. 

[Conversation] Pick "It stopped raining by then" to increase 
Justice S. Link. 

Sunny [S. Link] Magician, Priestess, Emperor. Chariot, and Hermit 
are available. 

Sunny Can eat a snack from the fridge to increase Courage (No time spent). 

[S. Link] Justice and Tower are available. 

Sunny The day is spent while everyone eats watermelons 


Date Day Time 


8/1 Mon. Daytime 

Evening 


8/2 Tue. Daytime 

Evening 
8/3 Wed Daytime 


Evening 

8/4 Thu. Daytime 


Evening 

8/5 Fri Daytime 


Evening 

8/6 Sat. Daytime 
Evening 
8/7 Sun Daytime 

Evening 

82 Mon. Daytime 

Evening 

8/9 Tue. Daytime 

Evening 
8/10 Wed. Daytime 


Evening 

8/11 Thu. Daytime 

Evening 
8/12 Fri Daytime 


Weather Events 


Cloudy [S Link) Magician (if Mitsuo is captured). Pnestess (if Mitsuo 
is captured). Chariot, Hermit, and Temperance are available. 

Cloudy Can eat a snack from the fridge. (No effect. No time spent.) 

[S. Link] Justice is available. 

Sunny [S. Link] Priestess. Chariot, and Hermit are available. 

Sunny [S. Link] Tower is available. 

Sunny i (S. Link] Moon (via cell call if Mitsuo is captured) is available 
Otherwise, Priestess (If Mitsuo is captured). Emperor, and 
Hermit are available 

Sunny Home Shopping package arrives. 

[S Link] Justice and Devil are available. 

Sunny [Book] "Changing Careers" is on sale. 

[S. Link] Magician, Priestess, Emperor (if Mitsuo is captured). 
Chariot (if Mitsuo is captured), and Hermit are available. 

Sunny [S. I_tnk] Devil and Tower are available. 

Sunny [S~ Link] Hanged Man (via cell call) is available. Otherwise. 
Lovers. Chariot (if Mitsuo is captured). Temperance, and 
Hermit are available. 

Sunny (S. Link] Justice and Devil are available. 

Raining [S. Link] Hermit is available. 

Raining [S. Link] Justice and Tower are available. 

Sunny [S. Link] Magician, Emperor. Lovers (if Mitsuo is captured), 
Hermit, and Death are available. 

Sunny 

Sunny IS. Link] Moon (via call if Mitsuo is captured) is available 
Otherwise Priestess, Chariot (if Mitsuo is captured), 
Temperance, or Hermit are available. 

Sunny [S. Link] Justice is available. 

Sunny [Quest] #27 available (P.206). 

[S. Link] Priestess (if Mitsuo is captured), Lovers. Chariot, and 
Hermit are available. 

Sunny [S. Link] Justice and Tower are available. 

Sunny [S Link] Strength (via cell call) is available (P.122). Otherwise, 
Priestess, Emperor (if Mitsuo is captured), and Hermit are 
available. 

Sunny Home Shopping package arrives. 

[S. Link] Devil is available. 

Raining [S Link] Hermit is available. 

Raining [S. Link] Justice. Devil, and Tower are available. 

Raining [Event] The game is over if you proceed to the Evening 
without capturing Mitsuo (P. 115). 

[S. Link] Hermit is available. 

Raining Cant use your room for activities. 

Cloudy [S! Link] Magtaan, Emperor. Lovers, Chariot and Hermit are available 

Cloudy Cutscene (no Free Time). 


8/23 Tue. 


8X4 Wed. 


825 Thu 

&26 Fri 


827 Sat. 

8/28 Sun. 


829 Mon. 


820 Tue. 


821 Wed. 


8/14 Sun. 


Daytime 

Evening 

Daytime 

Evening 

Daytime 

Daytime 


Evening 


Daytime 

Evening 


Daytime 


Evening 


Daytime 

Evening 


Daytime 


Evening 


Daytime 

Evening 


Daytime 


Evening 


Daytime 

Evening 


Daytime 


Evening 


Daytime 


8/15 Mon. 

820 Sat 

821 Sun. 

822 Mon. 


Evening 
8/13 Sat. Daytime 
Evening 
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Paladin Armor, Longevity Pill x2 

Kitchen Knife, Myth-like Sword 


20.800 yen 

12.800 yen 

8/14 

#1 

#2 

Wooden Bat, Longevity Pill x2 

Segaki Rice x6, Purifying Salts x4 


14.400 yen 

8,800 yen 

8/28 

#1 

Thief Knife. Longevity Pill x2 


20,800 yen 


#2 

Hell Magatama x2, Arc Magatama x2 


12,800 yen 



Cute Assassri = Red Gotdfish x6 Chest Key=Ger* Ayu x2 

Red BatUesut=Huge Fish x2 Baitx3 = IrabaTteutxl 





ECsl 


m.-: 

- 


Wetktesday Daytime 


(I) You will receive a call today from either Kou or 
Daisuke. If you accept this call you will increase the S. 


Link for Justice and Strength. 


As a bonus you will also receive the book The O-Cha 
Way. It’s strongly recommended you accept this call. 




» 


Sunday Daytime 

The Void Quest dungeon can be revisited starting today. You can find a powerful weapon 
and increase Courage for the protagonist after defeating an optional boss on the 10th floor. 
The best times to go are August 25th for your ascent to the 10th floor because that’s the first 
rainy day after all quests that involve collecting loot from enemies are available. Fight the 
boss on the 27th which is the next possible rainy day. 



10 Escapist Soldier Boss S - - - - N N - 
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Escapist Sokfier • Suggested Lcvefc 47 

This battle against the Voltron look-alike is 
a simple one. but you must make one vital 
preparation before you start. This boss likes to 
attempt to berserk everyone with one attack. 
You must have a Cool Beads accessory on the 
Protagonist, or you could be in serious trouble. 




(I) After the battle 
is over check the 
skeletons in the 
comer of the 
boss’s room to 
get a powerful 
weapon for the 
Protagonist. 


All you need to do for this fight is make use 
of debuffing skills, especially Rakunda to make this 
battle easier. 


You should also use multi-hit attacks such as 
Fuu-Ki’s Torrent Shot along with Power Charge to 
deliver a lot of damage. 


Monday Dayttne 

(I) Today you’ll receive a call from Yosuke. You’ll be 
going to Junes with Chie and him to work until Friday. 

As a result your S. Links with Yosuke and Chie will 
increase dramatically and you'll receive 40.000 yen for 
the week's work. 



Saturday E^rmrg 

Tonight is the Summer Festival and you'll spend the evening with everyone. There are a 
couple of conversation events that can increase your S. Links with a couple of the girls. 
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Siwiday Daytime 

Today you'll have the option to either go to the festival at the shrine or stay in your room all 
day. If you don’t go to the festival then you will proceed to the next day. If you do go. Yumi, 
Ayane or Ai will ask to go along with you. They all have different requirements for being able 
to phone you. For Yumi, you need to be at Rank 1, 2, or 10 with her 
For Ayane. she’ll phone if you rank with her is 3 or higher. Ai will 
also phone if you’re at Rank 3 or higher with her but she won’t 
phone if you're relationship with her is reversed or broken. 


(I) If you choose to go along with one of them, you’ll get 
the book The 
Divine Way. If 
you decline, 
then you’ll 
receive various 
consumable 
items. It’s 
strongly 
recom¬ 
mended you 
go out with 

the girl that asks to come along with you. 


> Obttned * book .rThe Divine W*y 


When you're at the Shrine you will have to 
make a wish. You can wish to increase the S. 
Link of the girl you're with or someone else 
if you didn’t get the phonecall. If you wish for 
“Good grades," your Knowledge will go up. If 
you wish for Money, you’ll receive 10,000 yen. 


After the Festival event is over, you’ll proceed to 
the next day. 




n 


0) Then when you're asked to pick between which 
one looks better, you can increase the S. Link of either 
Chie, Yukiko, or Rise as well. 


'SabMxiay Evening (Ccntwrued) 

When Nanako says “It’s kinda hard to walk..." reply 
with “You look cute in it” to increase the Justice S. Link 
a little. 

















Date Day Time 


Weather Events 


Chat with Yukiko, Chie, Yosuke. and Naoto. 

(Pop Quiz] Pick "1900” to increase Knowledge. 
Cutscenes (no Free Time). 

Home Shopping package arrives. 

[S Link] Justice, Devil, and Tower are available. 

Gossip scene 

(Quest] #47 available (P211). 

(S. Link] Hermit is available. 


9/1 Thu Early Morning Sunny 

Afternoon Sunny 

After School Sunny 

Evening Sunny 


Early Morning Cloudy 

After School Raining 


9ft 

Sat. 

Evening 

After School 

Cloudy 

Sunny 



Evening 

Sunny 

9/4 

Sun. 

Daytime 

Sunny 



Evening 

Sunny 

9/5 

Mon. 

Early Morning 

Sunny 



Morning 

Sunny 



After School 

Sunny 



Evening 

Sunny 

9ft 

Tue. 

After School 

Raining 



Evening 

Cloudy 

9/7 

Wed. 

Early Morning 

After School 

Sunny 

Sunny 



Evening 

Sunny 

9/8 

Thu. 

Afternoon 

Evening 

Sunny 

Sunny 

9ft 

Fri. 

Evening 

Sunny 

9/10 

Sat 

Afternoon 

Sunny 



Evening 

Sunny 

9/11 

Sun. 

Daytime 

Cloudy 



Evening 

Cloudy 


(S Link) Hierophant and Devil are available. 

(S. Link] Magician. Emperor, Lovers, Chariot, Hermit. 

Strength, and Temperance are available 

Can spend the evenng shopping with Dojima and Nanako (see P129). 
[S Link] Tower is available. 

(S. Link] Priestess (via cell call) is available. Otherwise. Magician, 
Emperor. Lovers. Chariot. Hermit, and Death are available 

[Cooking] To make Kinpira, pick “Add soy sauce and mirin. 

[S Link] Hierophant is available 

Gossip scene. 

[Pop Quiz] Pick "Sardine" to increase Knowledge. 

[Quest] #29 available (P.206). 

[S. Link) Magician, Priestess, Chariot. Hermit, Temperance, 
and Sun are available. 

Can eat a snack from the fridge, but nothing will happen (no tone spent). 
[S Link] Hierophant is available. 

[S. Link] Hermit and Sun are available. 

Home Shopping package arrives. 

[S. Link] Hierophant and Tower are available. 

Chat with Yosuke, Kanji. and Naoto. 

[S Link] Priestess, Emperor. Hermit, Strength. Hanged Man. 
Moon, and Sun are available 

Can’t use your room for activities (Field Trip preparation). 

First day of Field Trip. 

First night of Field Trip. 

Second night of Field Trip. 

[Conversation] King Game (PI29). 

Last day of Field Trip. [Conversation] Pick "Iwatodami Lamp” 
to increase Justice S. Link a lot. 

Cutscenes (can't use your room for activities). 

[Conversation] Pick "It was okay" or "Come with me next time 
to increase Justice S. Link. 

(S. Link] Magician, Priestess. Emperor. Lovers. Hermit, and 
Death are available. 

[Cooking] To make Chakin-sushi, pick “Thinned eggs." 

[S. Link] Hierophant is available. 
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Date Day Time 


9/12 

Mon. 

Afternoon 

Cloudy 

[Lecture] Knowledge increases. 



After School 

Cloudy 

[S. Link] Magician, Priestess, Chariot, Hermit, Strength. 
Temperance, and Sun are available. 



Evening 

Cloudy 

Cutscene (no Free Time). 

9/13 

Tue. 

Early Morning 

Sunny 

Chat with Yosuke, Chie. Yukiko. Rise, and Naoto. 



After School 

Sunny 

[S. Link] Priestess, Chariot, Hermit, Strength. Hanged Man. 
and Sun are available. 



Evening 

Sunny 

Can spend time eating a snack from the fridge to increase 
Courage (one time only until 14th). 

[S. Link] Hierophant and Tower are available. 

9/14 

Wed. 

Early Morning 

Raining 

Gossip scene. 



After School 

Raining 

[S. Link] Hermit is available. 



Evening 

Raining 

Home Shopping package arrives. Cant use room for 
activities. 

9/15 

Thu. 

After School 

Raining 

Cutscene (no Free Time). 



Evening 

Raining 

Can't use room for activities (cutscenes). 

9/16 

Fn. 

Early Morning 

Raining 

Gossip scene. 



After School 

Sunny 

[Event] Rescue Naoto (P.130). 

[S. Link] Hermit, Hanged Man, and Temperance are available. 



Evening 

Sunny 

[S. Link] Justice and Devil are available. 

9/17 

Sat 

Morning 

Sunny 

[Pop Quiz] Pick "To make profit from spices" to increase 
Knowledge. 



After School 

Sunny 

[S. Link] Hermit, Strength, and Temperance are available. 



Evening 

Sunny 

[S. Link] Tower is available. 

9/18 

Sun. 

Daytime 

Sunny 

[S. Link] Magician, Emperor (if Naoto is saved). Lovers, 

Hermit, and Death are available 



Evening 

Sunny 

[S Link] Hierophant (if Naoto is saved) is available. 

9H9 

Mon. 

Daytime 

Cloudy 

[S Link] Priestess. Chariot, Hermit, Death, and Temperance 
are available. 



Evening 

Cloudy 

Can eat a snack from the fridge, but nothing will happen. 

(Once only No time spent.) 

[S. Link] Justice is available. 

9/20 

Tue. 

Afternoon 

Sunny 

[Pop Quiz] Pick "Centenarians" to increase Knowledge. 



After School 

Sunny 

[Book] "Sensei's Friends" is on sale. 

[Quest] #31 available (P.207). 

[S. Link] Priestess (if Naoto is saved), Chariot Hermit, 





Strength. Hanged Man, and Sun are available. 



Evening 

Sunny 

[S. Link] Justice and Tower are available. 

9/21 

Wed. 

After School 

Cloudy 

[S. Link] Priestess, Emperor, Hermit. Strength, Hanged Man. 
Moon, and Sun are available. 



Evening 

Cloudy 

Home Shopping package arrives. 


[Cooking] To make Vichyssoise (if Naoto is saved), pick “Lots of milk." 
[S. Link] Justice and Devil are available. 
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Date Day Time Weather Events 


9/29 Thu. After School 


Evening 


Cloudy 

Cloudy 


9/30 Fri. 


Early Morning 
After School 
Evening 


Cloudy 

Cloudy 

Raining 

Raining 

Sunny 

Sunny 

Cloudy 

Cloudy 

Cloudy 

Cloudy 

Cloudy 


Raining 

Cloudy 

Cloudy 


[S. Link] Magician, Hermit, Strength, Hanged Man. Moon, and 
Sun are available. So are Priestess. Emperor, and Chariot if 
Naoto is saved. 

[S. Link) Devil and Tower are available. 

[S Link] Priestess (if Naoto is saved). Lovers. Hermit, Death, 
and Temperance are available. 

(S. Link] Justice and Devil are available. 

[Lecture] Knowledge increases. 

[S. Link] Emperor, Hermit Strength, and Temperance are 
available. So are Magician. Lovers, and Chariot if Naoto is saved. 
[S Link] Justice and Tower are available. 

[S. Link] Moon (via call if Naoto is saved) is available. 
Otherwise it's Magician, Emperor (if Naoto is saved), Lovers, 
Hermit and Death. 

[S Link] Hierophant (if Naoto is saved) is available 
Chat with Rise. 

[Quest] #34 available (P.207). 

[S Link] Hermit and Sun are available. 

[Cooking) To make Sesame Spinach (if Naoto is saved), pick “Strain it" 
[S. Link] Hierophant (if Naoto is saved) is available. 

[S. Link] Priestess, Emperor. Chariot. Hermit. Strength, 

Hanged Man, and Sun are available. 

[S. Link] Justice and Tower are available. 

[Conversation] Pick "Hyperbole" to increase Expression and 
Magician S. Link. 

[S. Link] Priestess. Emperor (if Naoto is saved). Hermit 
Strength. Moon, and Sun are available. 

Home Shopping package arrives. Can spend the evening 
shopping with Ryotaro and Nanako (see P.129). 

[S. Link] Devil is available. 

[Quest] #35 available (P.208). 

[S. Link] Magician, Priestess. Emperor (if Naoto is saved). Chariot 
Hermit Strength, Hanged Man, Moon, and Sun are available. 

[Cooking] To make pork cutlet (if Naoto is saved), pick “Flour, 
egg, then panko." 

[S Link] Justice, Devil, and Tower are available. 

Chat with Yousuke (if Naoto isn't saved). 

[S. Link] Lovers, Hermit, Temperance, and Moon are available. 
[S. Link] Justice and Devil are available. 
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9/4 

#1 

Charm Drape. Heavy Soup x2 

21,800 yen 


#2 

Chest Key x2, Prize Sticker x5 

6.800 yen 

9/11 

#1 

Fuuma Bundou, Heavy Soup x2 

27,800 yen 


#2 

Inaba Trout x4. Dry Ice x2 

6,980 yen 

9/18 

#1 

Reprisal Chain, Heavy Soup x2 

21.800 yen 


#2 

Soma. Purifying Water x2 

14,800 yen 

9/25 

#1 

Death Scudetto. Wasabi Jelly x2 

28.800 yen 


#2 

Diet Food x8. Odd Morsel x8 

5,980 yen 


f - 

- S 
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Steel Sippers = Amber Seevna x8 
Hakara Slwt=Guanfian xl 


Chest Key=Red Goldfish x2 
Bart x3 = Genp Ayu x2 



±2 U 



SatiwziayandWecfrtesdayEuenkig 

(I) If you talk to Ryotaro on the 3rd and 28th of 
September you can chose to spend the evening 
shopping with him and Nanako. However, Ryotaro will 
only appear on the 28th if you've rescued Naoto. If 
you agree to go shopping with him, you will get a set 
of items at random. They will either be Medical Kit x3, 
Peach Seed xIO, Royal Jelly x5, or Dokudami Tea x2. 




Friday Evermig 

(J) On the second night of the field trip, you'll have to 
make a choice in asking someone to do something 
during the King’s Game scene. The choice you make 
will increase a corresponding S. Link a little bit. 

“#1 rests on my lap." - increases Lovers S. Link 

“#2 sits on my lap." - increases Chariot S. Link 

"#3 hugs me." - increases Priestess S. Link 

"#4 gets a piggyback ride.” - increases Magician S. Link 
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fesctwK/Naoto-Secret Laboratory 

You will have until October 5th to find and save Naoto 
Before you can enter the dungeon for the rescue 
jhission, you’ll need to collect some information for 
Rise to pinpoint the dungeon’s location. 

({) start by talking to a girl by the exit in the 1st floor 
of the Practice Building, and then talk to the police 
officer at the north end of the Shopping District. Head 
to the Floodplain next and talk to Chie before coming 
back and talking to the police officer. On the following 

day, you’ll need to talk to the police officer at the south side of the Shopping DistocL You 
should come to the conclusions that Naoto “Has an obsession with the case and that [The 
Police] consider him a child." You should hear a chime indicating that Rise will have enough 

information to find the dungeon. 


gkww 
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1-2 Constancy Relic 

Flattering Hablerie 
Insolent Basalt 
Inviting Nyogo 
Rainy Brother 1 
Rainy Sister 1 
Royal Dancer 
Source Basalt 
3-4 Dismayed Panzer 
Dogmatic Tower 
Flowing Sand 
Furious Gigas 
Rainbow Twins 
Red Sigil 
Shallow Okina 
5-6 Chaos Fuzz 
Fail Gene 
Immoral Snake 
Mach Wheel 
Mighty Beast 
Raindrop Musha 
Wild Drive 
World Balance 
7-8 Dominating Machine 
Elegant Mother 
Fierce Cyclops 
Hell Knight 
Jotun of Power 
Mind Dice 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 
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- W A A A 
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Stone Hide. (Crystal Ball) 

- S S Sharp Premolar 
Insolence Steel 
Azalea Cord 
1st Boy’s Talc 
1 st Girl’s Talc 
Yellow Cord 
Source Lump 
Iron Barrel 
Dogma Clasp 
Illusionary Sand 
Proof of Passion 
Cascade String 
Silver Signature 
Windcutter Cloth 
Platinum Lump 
Stretchy Object 
Venomous Fang 
Bushy Fur, (High-Speed Gear) 
Demon Collar 
Rain Metal 
Iron Gear 
Shining Dish 
Damascus 

Fur Clasp. (Branch Headband) 

- - Hard Thorn 

N - Black Reins 

- - Riveted Hide 

W W Mental Thread 


N 


R - 

N - 

R N 

R R 

W W 

W R 

N N 

W W 
N N 
- W 
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Type * * 35c % r * 


- / r/jf 


Random S - W R - - - Fixed Lump 

Random R A - N W - - Power Rock, (Fine Coal) 

Random - W A - - W N Guard Stationery 

Random S - - - - - - Black Sheet, (Training Shell) 

Random.N N Chest Key 

Boss ----- n N - 
Boss - S - - - N N - 


Order Giant 

Power Castle 
Truth Pesce 
Wicked Turret 
Opulent Hand 
Dominating Machine 
Shadow Naoto 


1-9 

4 

9 


This dungeon has nine floors, with the 4th and 6th floors being fixed maps. There will be 
bosses on the 4th and 9th floors, but this dungeon has a little twist. In order to fight the boss 
on the 4th floor, you must get a key on the 6th floor and then backtrack to that locked door 
on the 4th floor. It’s best to go all the way to the 6th floor and, once you find the Research 
Card there, leave the dungeon and come back by no later than October 1st to fight the 4th 
floor boss. 
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Domnating Machine * Suggested Lewefc 50 

This fight is a relatively simple one. This boss 
will only use Power Charge, followed by a 
physical attack to hit everyone. It does this 
constantly, so using Sukunda to lower its hit 
rate to avoid being hit or. worse, critically 
hit. If a character gets critically hit, then the 
soldier will spend the extra turn it gets to 
use Power Charge and attack on the next 
round You need to use Mediarama after every attack you suffer, so using a party 
that contains both Yukiko and Teddie can help greatly here. You might want to switch 
them over to Manual control, because their Al might decide to attack rather than ea 
in some situations. 

Damaging this boss can be quite a nuisance since it has extremely high defenses . 
Using Rakunda and Matarukaja can help a lot, along with using Power Charge and 
Mind Charge to dramatically increase the Protagonist’s attack power. 
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After defeating the boss, 
can obtain the Leader Card 
that unlocks the door on the 
6th floor. Keep going to 
the 9th floor and save the 
game. Leave the dungeon 
to recuperate and come 
back no later than the 
October 5th deadline to 
face off against Naoto’s 
Shadow. 


As you attack this boss, you should also make counteractions 
against whatever attacks it uses against you. If you're hit 
with the Mute Ray, don't heal the ailment. Instead, switch 
the character to manual and have them Guard until it 
wears off. This will help them avoid having their weakness 
hit and they will take less damage from attacks for several 
turns. If someone is knocked unconscious, bring that 
character out of their guard stance to use a Revival Bead. 

When the Shadow uses Debilitate, cast Dekunda immediately 
to erase it. If Naoto uses Heat Riser, respond with a Dekaja. 

When he uses Galgalim Eyes, use Diarahan first, then heal 
the enervation ailment. Toward the end of the fight Naoto may 
use Mind Charge. In that case, you must do everything you 
can to use Magic Mirrors and cast Makarakam. 

This is a long fight, and it's a dangerous one at every turn, so make 
sure your HP is above 250-300 at all times. As long as you can keep 
your HP up with Mediarama or Diarahan and keep a steady stream 
attacks flowing through out the battle, you’ll win. 


Shadow Naoto • Suggested Level: 54 

This fight can get pretty hairy because 
Naoto's Shadow likes to eliminate all of your 
resistances and use Ma-whatever-dyne skills 
to hit your weaknesses. The best defense 
against this is to constantly cast Sukunda and/ 
or Masukukaja to increase your evade rate. 

It also helps if you equip the other characters 
with accessories that help them to evade their 
weaknesses. If the damage is still too much for 
or Marakukaja. 


you, then cast Tarunda 
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10/4 Tue. 


10/6 Thu. 


10/7 Fit 


lom Sat. 


Morning 

Sunny 

After School 

Sunny 

Evening 

Sunny 

Morning 

Cloudy 

After School 

Raining 

Evening 

Raining 

Early Morning 

Raining 

Morning 

Raining 

After School 

Raining 

Evening 

Raining 

Early Morning 

Cloudy 

After School 

Cloudy 

Evening 

Cloudy 

Afternoon 

Cloudy 

After School 

Cloudy 

Evening 

Cloudy 

Early Morning 

Raining 

Morning 

Raining 

After School 

Raining 

Evening 

Sunny 

Daytime 

Cloudy 

Evening 

Cloudy 


[S. Link) Hermit is available. 

{$. Link] Justice and Tower are available. 

[S. Link] Chariot (via call if Naoto is saved) is available 
Otherwise it’s Magician. Emperor (if Naoto is saved). Lovers. 
Hermit, or Death. 

[Cooking] To make Pork Kakuni (if Naoto is saved), pick 
“Mirin, sugar, and sake" [S. Link] Hierophant (if Naoto is 
saved) is available. 

[Lecture] Knowledge increases 
[S. Link] If Naoto was saved. Magician. Priestess, and 
Chariot are available with Hermit, Strength, Hanged Man, 
Temperance, and Sun. 

Can eat a snack from the fridge, but nothing will happen. 
(Once only. No time spent.) 

[S. Link] Hierophant (if Naoto is saved) is available 

[Pop Quiz] Pick "0.5 Liters" to increase Knowledge. 

[S. Link] Hermit and Sun are available. 

[S. Link] Tower is available. 

Chat with Kanji. 

[Conversation] Pick "The green pigment ages" to increase 
Expression and Magician S. Link. 

[Event] The game is over if you proceed to the Evening 
without rescuing Naoto (PI30). 

[S. Link] Hermit is available 

Can’t use your room for activites (Cutsoenes). 

Chat with Chie, Yousuke, and Naoto 

Naoto joins after the cutscenes (no Free Time). 

Home Shopping package arrives. 

[S. Link] Justice. Devil, and Tower are available. 

Cutscene. 

Cutscenes (no Free Time). 

[S. Link] Hierophant and Devil are available. 

Chat with Naoto. 

[Pop Quiz] Pick "Teacher" to increase Knowledge. 

[Quest] #32. #37. and #39 available (P.207. 208, 209). 

[S. Link] Hermit is available. 

[Event] Can revisit Secret Lab (P.137). 

Can spend time studying with Yukiko. Kanji. or Rise to 
increase Knowledge and S. Link. 

[S. Link] Justice and Tower are available. 

[Book] Farewell to Man is on sale. 

[Quest] #33, and #38 available (P.207. 208) 

[S. Link] Magician, Emperor, Levers, Hermit and Death are available. 
(S. Link] Hierophant is available. 
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Ckrte 

Day 

Time 

Weather 

Events 

10/10 

Mon. 

Daytime 

Sunny 

[S. Link] Magician. Priestess. Chariot, Hermit, Death, and 
Temperance are available. 



Evening 

Sunny 

[S. Link] Hierophant is available 

10/11 

Tue. 

Early Morning 

Sunny 

Chat with Chie. 



Morning 

Sunny 

[Pop Quiz] Pick "His height" to increase Knowledge 



After School 

Sunny 

Cutscenes (no Free Time). 



Evening 

Sunny 

[S. Link] Justice and Tower are available. 

10/12 

Wed. 

Early Morning 

Cloudy 

Chat with Chie. 



Morning 

Cloudy 

[Pop Quiz] Pick 'Two yen" to increase Knowledge. 



After School 

Raining 

Can spend time studying with Yukiko or Kanji to increase 
Knowledge and S. Link. 

[S. Link] Hermit is available. 



Evening 

Cloudy 

Home Shopping package arrives. 

[Cooking] To make Croquettes, pick "High ” 

[S Link] Justice and Devil are available. 

10/13 

Thu. 

Early Morning 

Sunny 

Gossip Scene. 



Afternoon 

Cloudy 

[Pop Quiz] Pick "It speeds up their growth" to increase Knowledge 



After School 

Cloudy 

Can spend time studying with Yosuke or Chie to increase 
Knowledge and S. Link. 

[S Link) Priestess, Emperor, and Hermit are available. 



Evening 

Cloudy 

Can spend the evening shopping with Dcjima and Nanako (see P.138), 
[S. Link] Devil and Tower are available. 

10/14 

Fri. 

Early Morning 

Cloudy 

Chat with Chie. 



Morning 

Cloudy 

[Exam] Q1: Correct answer is "Hyperbole." Q2: Correct 
answer is "The growth speeds up." 

ions 

Sat. 

Morning 

Sunny 

[Exam] Q3: Correct answer is "Ferdinand Magellan.” Q4: 
Correct answer is "1900." 

10/16 

Sun. 

Daytime 

Sunny 

[S. Link] Magician (via cell call, see P.139) is available Otherwise 
Emperor. Lovers, Chariot Hermit, and Death are available. 



Evening 

Sunny 

[S. Link] Hierophant is available. 

10/17 

Mon. 

Morning 

Sunny 

[Exam] Q5: Correct answer is "All of the Above." Q6: Correct 
answer is "teacher." 

10/18 

Tue. 

Morning 

Sunny 

[Exam] Q7: Correct answer is "Two yen." Q8: Correct answer 
is "The Sun King.” 

10/19 

Wed. 

Morning 

Sunny 

[Exam] Q9: Correct answer is "Sardine." Q10: Correct 
answer is "Shellfish Pigment." 

lO&O 

Thu. 

Morning 

Raining 

[Exam] Last question's result is based upon your Knowledge rank. 



After School 

Cloudy 

[S. Link] Priestess, Emperor. Chariot, Hermit, Strength, 
Hanged Man. Moon, and Sun are available. 



Evening 

Cloudy 

Cutscenes (no Free Time). 

10&1 

Fri. 

Lunchtime 

Sunny 

Cutscene 



After School 

Sunny 

[S. Link] Fortune (X) can be established (See P.185). Lovers. 
Hermit. Hanged Man, Temperance, and Moon are available. 



Evening 

Sunny 

Home Shopping package arrives. 

[S Link] Justice and Devil are available. 
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Date 

Day 

Time 

Weather 

Events 

1022 

Sat. 

Early Morning 

Cloudy 

Gossip Scene. 



Morning 

Cloudy 

Culture Festival voting scene. 



After School 

Raining 

[S. Link] Hermit is available. 



Evening 

Sunny 

[S. Link] Justice and Tower are available. 

10/23 

Sun. 

Daytime 

Sunny 

[S Link] Lovers or Chariot (via cell call. P139) are available 
Otherwise Magidan. Priestess, Emperor, Hermit, and Death 





are available. 



Evening 

Sunny 

{S. Link] Hierophant is available. 

10/24 

Mon. 

Lunchtime 

Cloudy 

Exam results are posted today (see P.139 for details on 
rewards). 



After School 

Cloudy 

[S. Link] Magician, Priestess. Chariot, Hermit, Fortune, 
Hanged Man. Temperance, and Sun are available. 



Evening 

Cloudy 

Can spend time eating a snack from the fridge to increase 
Courage (once only). 

[S. Link] Justice is available. 

10/25 

Tue. 

After School 

Raining 

(S. Link] Hermit. Fortune, and Sun are available. 



Evening 

Sunny 

[Cooking] To make Grilled Fish, pick "Strong heat, but from 
far away M 

: [S. Link] Hierophant is available. 

10/26 

Wed. 

Early Morning 

Sunny 

Chat with Yukiko. 



Morning 

Sunny 

[Lecture] Knowledge increases 



After School 

Sunny 

[S. Link] Priestess. Emperor, Hermit. Fortune. Strength, 
Hanged Man, and Moon are available 



Evening 

Sunny 

Home Shopping package arrives. 

[S. Link] Justice and Devil are available. 

10/27 

Thu. 

Early Morning 

Sunny 

Chat with Yousuke. 



Lunchtime 

Cloudy 

Culture Festival scene. 



After School 

Cloudy 

Culture Festival scene (no Free Time). 



Evening 

Cloudy 

[S Link] Hierophant. Devil, and Tower are available. 

10218 

Fri. 

Lunchtime 

Cloudy 

Culture Festival scene. 



After School 

Cloudy 

Culture Festival scene (no Free Time). 



Evening 

Cloudy 

Cant use your room for activities. 

10/29 

Sat. 

Afternoon 

Sunny 

Culture Festival event (no Free Time, see P.140). 



Evening 

Sunny 

Can't use your room for activities. 

10/30 

Sun. 

Daytime 

Sunny 

Miss? & Miss Yaso High Contest scene (no Free Time). 



Evening 

Sunny 

Amagi Inn scene (no Free Time). Hotsprings Event “Hold 
the Line" — needs Courage at Rank 5. 

10/31 

Mon. 

Daytime 

Sunny 

[Quest] #40 available (P.209). 

[S. Link] Magician. Priestess, Chariot. Hermit, and 
Temperance are available. 



Evening 

Sunny 

Cutscenes (no Free Time). 


SECRET LABORATORY REVISITED 


Price 




10/2 


109 


10/16 


10/23 


1=? =i f /r4»±ir± 


Satorday After School 

Starting today you can revisit the Secret 
Lab dungeon and challenge the optional 
boss for an increase in Courage and gain a 
powerful new weapon for Naoto. 

The best day to go is October 12th, so that 
you can undertake all the quests that involve 
collecting items from enemies within that 
dungeon in one trip. 


Titanium Wrench = Huge Fish x4 
Eagle Eye = Huge Fish x3 


Chest Key = Inaba Trout xl 
Bait x3 = Red Goldfish xl 


29.800 yen 

9.800 yen 

28.800 yen 

19.800 yen 

29.800 yen 

19.800 yen 

29.800 yen 

6.800 yen 


Peach Battlesuit, Wasabi Jelly x2 

Red Goldfish xIO, Bait xIO 
Nice Shoes, Wasabi Jelly x2 
Huge Fish x2. Dry Ice x4 
Red Battlesuit, Diet Food x2 
Physical Mirror x3. Magic Mirror x3 
Pure Assassin, Diet Food x2 
Chest Key x2, Prize Sticker x5 


Floors Name Type 


9 Extreme Vessel Boss 
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Thursday Evening 

(1) When you talk to Ryotaro tonight you can go on 
another a shopping trip with him and Nanako. As 
before the items you get are randomly chosen between 
Paramedic Kit x3. White Peach xIO, Royal Jelly x5, 
and Houttunyia Tea x2. 
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For the majority of this battle, this boss 
use Virus Wave to try and inflict poison on 
everyone, then use God's Hand to cause 
serious damage to one character. Make sure 
you’re well stocked with Dokudami Teas 
because, while this boss already has very 
high defenses, your attack power will be 
drastically less while you’re poisoned. You 

should also ensure that you’ve got at least Diarahan on hand to recover from being 
struck by God Hand. 

The easiest way to do a lot of damage to this crate is to exploit its weakness against 
wind attacks, and knock it down constantly to execute All-Out attacks. When the boss 
is low on HP it’ll start using Mind Charge and various Ma-dyne spells as a last ditch 
effort to defeat you. When this happens you should cast Tarunda and Sukunda to 
help lessen the effects and the chance you'll get hit. From this point on, just 
keep casting Mediarama and Garu skills for the win. 


(I) When the 
battle is over you 
can find Naoto’s 
new weapon 
by checking the 
operating table in 
the room you fought 
the boss in. 



Sinday Daytime 

(I) Yosuke will call to ask you to hang out with hin 
you take him up on this call, you'll spend the day 
him and miss the Home Shopping offer. The items 
being offered today aren’t ones you can’t get 
else, but the package of three Attack Mirrors and 
Magic Mirrors is quite valuable. If you 
Yosuke’s call it will increase your S. Links with 
Chie, Yukiko, and Rise. 






Sinday Daytime 

(I) Chie or Rise will call you to spend today with either 
of them. Whichever girl calls you, the event is basically 
a normal S. Link event. Rank Up events are possible, 
but a Rank 10 event isn’t. Another thing to consider is 
that the Home Shopping channel today is offering a 
one-of-a-kind weapon for Teddie. If you take one of the 
girls up on an offer to meet, you won't get the weapon 
You might want to consider declining the call so you 
may buy the item. 







Monday Unchtwne 

(I) The exam results will be posted today. You will get 
rewards based upon your performance in the school. 

For being in the top ten you’ll get a moderate S. Link 
boost with all of your classmates. Ms. Sofue will give 
you two Mystical Scarabs and Ryotaro will give you 
30,000 yen. 

For being top of the class, Ms. Sofue will give you 
the same reward but the S. Link boost will be bigger. 
Ryotaro will give you 50,000 yen and Nanako will give 
you a special reward. 



If you're not in the top ten, you'll only get a small boost and 10,000 yen from Ryotaro. You’ll 
get nothing if you're at the bottom. 
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unfolds. If you “Quickly grab a guy’s seat,' 
then the conversation will be different 
than if you “Boldly sit in the girl's area.” 

If you picked a guy’s seat then at the 
next conversation choice pick either 
"Someone like Chie” to increase her 
S. Link or “Someone like Yukiko" to 
increase the Priestess S. Link. Saying “A 
kind girl" or “I don’t really care" will have 
no effect. 

(I) If you picked a girl’s seat then you will get 
some different conversation choices after it. If 
you “Ask Yukiko the same question” you 
can increase Chie’s S. Link, then for 
the next decisions after that pick either 
“Yosuke" to increase Yosuke’s S. Link or 
“Kanji" to increase his link. 

(ID After that, another event will take 
place that will cause S. Links for 
Strength, Moon, and Sun go up by 
a large amount. The events with 
Kou and Daisuke as well as Ayane 
will be guaranteed. The event with 
Ai just requires you not to be in a 
reverse or broken relationship with 
her. Yumi's event will only happen if 
her S. Link is at Ranks 1 through 4, or 
has been maxed. 
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Date Day Time 


11/12 Sat. After School 


Evening 

11/13 Sun. Daytime 

Evening 

11/14 Mon. After School 


Evening 

11/15 Tue. After School 


Evening 

11/16 Wed After School 


Evening 

11/17 Thu. Early Morning 

Morning 


Sunny 


Sunny 

Sunny 

Sunny 

Sunny 


Sunny 

Sunny 


Sunny 

Cloudy 


Cloudy 

Cloudy 

Cloudy 


[Quest] #50 available (P.211). 

[S Link] Hermit, Strength, and Temperance are available. 
Magician, Emperor, Lovers. Chariot, and Fortune too, if 
Nanako was saved. 

[S. Link] Tower is available. 

[S. Link] Hermit and Death are available Magician, 
Emperor, and Lovers too, if Nanako was saved. 

[S. Link] Hermit. Hanged Man. Temperance, and Sun are 
available Magician. Priestess, Chariot, and Fortune too. if 
Nanako was saved. 


After School Cloudy 

Evening Cloudy 

11/18 Fri. Early Morning Cloudy 

After School Raining 

Evening Raining 

11/19 Sat Early Morning Raining 

After School Raining 

Evening Raining 

11/20 Sun. Daytime Raining 

Evening Raining 

11/21 Mon. Early Morning Cloudy 

Morning Cloudy 

After School Cloudy 

Evening Cloudy 


[S. Link] Hermit, Strength, Hanged Man, and Sun are 
available. Priestess, Chariot, and Fortune too. if Nanako 
was saved. 

[S. Link] Tower is available. 

[S. Link] Hermit, Strength, Hanged Man, and Moon are 
available. Priestess, Emperor, and Fortune too. if Nanako 
was saved 

Home Shopping package arrives. 

[S. Link] Devil is available. 

Gossip Scene. 

[Conversation] Pick "Gamble” to increase Expression and 
Magician S. Link. 

[S Link] Hermit. Strength. Hanged Man, Moon, and Sun 
are available. Magician, Priestess, Emperor. Chariot, and 
Fortune too, if Nanako was saved. 

[S. Linkj Devil and Tower are available. 

Chat with Naoto (if Nanako wasn't saved). 

[S. Link] Hermit is available. 

[S. Link] Devil is available 

Chat with Chie (if Nanako wasn't saved). 

[S. Link] Hermit is available 
[S. Link] Tower is available. 

[Event] The game is over if you proceed to the Evening 
without rescuing Nanako (P 145). 

[S. Link] Hermit is available. 

Cant use room for activities (Cutscene). 

Cutscene. 

[Lecture] Knowledge increases 

Cutscenes (No free time). 


11/1 


11/2 


11/3 

11/4 


11/5 

11/6 

11/7 


11/8 


11/9 

11/10 


11/11 


Tue. 


Wed. 


Thu. 

Fri. 


Sat 

Sun. 

Mon 


Tue. 


Wed. 

Thu. 


Fri. 


Morning 

After School 


Evening 


Early Morning 

After School 


Evening 


Daytime 

Evening 
Early Morning 

Afternoon 


After School 
Evening 
After School 
Evening 
Daytime 


Evening 
Afternoon 
After School 


Evening 

After School 


Evening 

After School 


Evening 

After School 


Evening 

Early Morning 

Morning 
After School 

Evening 


Cloudy 

Cloudy 


Cloudy 


Cloudy 

Cloudy 


Cloudy 


Raining 

Cloudy 

Raining 

Raining 


Raining 

Raining 

Raining 

Raining 

Cloudy 


Cloudy 

Sunny 

Sunny 


Sunny 

Sunny 


Sunny 

Sunny 


Sunny 

Cloudy 


Cloudy 

Raining 

Raining 

Raining 

Raining 


[Pop Quiz] Pick Tour back to your shoulders" to increase Knowledge 
[Book] The Last Class" is on sale. 

(S. Link] Priestess, Chariot, Hermit, Fortune. Strength, 
Hanged Man, and Sun are available. 

[Cooking] To make CaSfronia Ron. pick "Mdc and cool simultaneously." 
[S. Link] Tower is available. 

Chat with Rise. 

[S Link] Emperor, Hermit, Fortune, Hanged Man. and Moon 
are available. 

Can spend time eating a snack from the fridge, but no effect 
(once only). 

[S. Link] Hierophant (Final Opportunity), and Devil are available. 

[S. Link] Hermit is available. 

[S. Link] Justice (Final Opportunity), Devil, and Tower are available. 

Chat with Ka nji, 

(Conversation] Pick "It excretes toxins" to increase 
Expression and Magician S. Link. 

[S. Link] Hermit is available. 

Cutscenes (no Free Time). 

Cutscenes (no Free Time). 

Cutscenes (no Free Time). 

[Event] Rescue Nanako (P.145). 

[S. Link] Hermit and Death are available 


[Pop Quiz] Pick The south pole" to increase Knowledge. 

[S. Link] Hermit. Strength, Hanged Man, and Temperance 
are available. Magician, Priestess. Chariot, and Fortune too, 
if Nanako was saved. 


[S. Link] Hermit, Strength, Hanged Man, and Sun are 
available. Priestess, Chariot, and Fortune too, if Nanako 
was saved. 

[S. Link] Tower is available. 

[S. Link] Hermit. Hanged Man, and Moon are available. 
Presietess, Emperor, and Fortune too, if Nanako was saved. 

[S. Link] Devil is available. 

[S. Link] Hermit, Strength, Hanged Man, Moon, and Sun 
are available. Magician, Priestess, Emperor, Chariot, and 
Fortune too, if Nanako was saved. 

[S. Link] Devil and Tower are available. 

Chat with Yosuke. 

[Pop Quiz] Pick "Koch" to increase Knowledge. 

[S. Link] Hermit is available 

[S. Link] Devil is available. 
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Evening 

11/23 Wed. Daytime 


Evening 

11/24 Thu. Early Morning 

Afternoon 

After School 


Evening 

11/25 Fri Morning 

After School 


Evening 

11/26 Sat. Early Morning 
I Morning 

After School 


Evening 

11/27 Sun. Daytime 


Evening 

11/28 Mon. Early Morning 

Morning 


Cloudy Gossip Scene. 

Cloudy {Pop Quiz] Pick 'The Patagonian Ice Field' to increase 
Knowledge. 

Cloudy [Event] Can revisit Heaven (P.149). 

[Quest] #43. #44. #45, #46 available. 

[S. Link] Hermit. Priestess. Chariot and Fortune are available. 
[Conversation] Talk to Yousuke in Classroom 2-2 to spend 
time visiting Nanako to increase your teammates’ S. Links. 
Cloudy [S Link] Magician (via call P.150) and Tower are available. 
Cloudy [Conversation] Talk to Naoto at the Riverbank to spend time 
visiting Nanako to increase your teammate's S. Links. 

[S. Link] Priestess. Emperor. Hermit, Fortune, and Death 
are available. 

Cloudy [S Link] Devil is available. 

Cloudy Gossip Scene. 

Cloudy [Pop Quiz] Pick “Six" to increase Knowledge. 

Cloudy [Conversation] Talk to Rise in the 1 st floor hallway to spend 
time visiting Nanako to increase your teammates’ S. Links. 

[S. Link] Magician, Priestess, Emperor. Chariot. Hermit, and 
Fortune are available. 

Cloudy Home Shopping package arrives. 

[S. Link] Devil and Tower are available. 

Cloudy [Pop Quiz] Pick "It's the last chance" to increase Knowledge. 
Cloudy [Conversation] Talk to Kanji on the 1st floor of the practice 
building and spend time visting Nanako to increase your 
teammates' S. Links. 

[S Link] Lovers, Hermit, Fortune, and Temperance are available. 

Cloudy [S. Link] Devil is available. 

Cloudy Gossip Scene. 

Cloudy [Pop Quiz] Pick "X'mas" to increase Knowledge. 

Cloudy [Conversation] Talk to Yukiko on the 1st floor and spend 

time visiting Nanako to increase your teammates' S. Links. 

[S. Link) Magician, Emperor. Lovers, Chariot, Hermit, and 
Fortune are available. 

Cloudy [S. Link] Tower is available 
Cloudy * Last free day before the ending fork 

[S. Link] Magician, Emperor, Lovers, Hermit, and Death are 
available. 

[Conversation] Talk to Naoto or Chie and spend time visiting 
Nanako to increase your teammates' S. Links. 

1 cloudy 1 - ; 

Cloudy Chat with Yosuke. 

Cloudy [Exam] Q1 Correct answer is "Oct." Q2: Correct answer is 
"The back to the shoulders." 


11/22 Tue. Early Morning 

Afternoon 


After School 
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Events 


11/30 


Tue. 


Wed. 


Morning Cloudy 


Early Morning Cloudy 

Morning Cloudy 


[Exam] Q3: Correct answer is "It excretes toxins" Q4: 
Correct answer is "Chile and Argentina." 

Gossip Scene. 

[Exam] Q5: Correct answer is "A gamble." Q6: Correct 
answer is "William Shakespeare." 



11/13 


11/20 


#1 Reisen Brace, Diet Food x2 

#2 Nice Shoes, Red Battlesuit 

#1 Angel Skirt. Diet Food x2 

#2 Soma, Amrita Soda x4 


19,800 yen 

19.800 yen 

59.800 yen 

19.800 yen 



Red-Leaf Gusoku = Genji Ayu xIO Chest Key = Inaba Trout x2 

Bead Cham = Red Goldfish x6 Bart x3 = Amber Seemax2 






'i 


Resctmg Nanako-Heaven 

The next dungeon opens up automatically 
on November 6th and you will have until 
November 20th to save Nanako. 

This dungeon has 10 floors, with the 4th and 
7th having fixed floor designs. Bosses will be 
available on the 7th and 10th floors. There 
are four rainy afternoons which you can use 
to visit this place between the 6th and 20th 
of November. They are the 11th, 18th, 19th, 
and 20th. 

Keep in mind that the the 20th is the final rainy 
before the final boss. 





















r -/ 




Type 

tf 

* 


> 

i 

Perpetual Sand 

Random 

S 

W 

- 

- 

1-2 

Finnicky Papillon 

Random 


- 

- 

- 


Prime Magus 

Random 

- 

s 

s 

- 

2 

Brave Wheel 

Random 

. 

A 


- 


Dark Eagle 

Random 

- 

W 

- 



Growth Relic 

Random 

s 

- 


^-1 


Mythical Gigas 

Random 

- 

- 

- 

- 


Rash Panzer 

Random 

s 


. 

. 

2-4 

Maniacal Book 

Random 


- 

W 

- 


Raindrop Castle 

Random 

A 

A 

A 

A 

3-4 

Apostate Tower 

Random 

- 

- 

- 

A 


Carnal Snake 

Random 

- 

■ - ' 

W 

- 


Killer Drive 

Random 

- 

- 

- 

- 

3^5 

Curse Dice 

Random 

S 

R 

R 

R 


Phantom Lord 

Random 

- 

- 

A 

W 


Regal Mother 

Random 

- 

A 

- 

- 

5 

Dry Dixie 

Random 

- 

W 

- 

m 


Reckless Okina 

Random 


- 

- 

- 

5-7 

Angry Table 

Random 

R 

R 

R 

R 


Devoted Cupid 

Random 



N 

- 


Light Balance 

Random 

- 

- 

- 

m 

6- 7 

Blossom Nyogo 

Random 


. 

w 

R 


Chaos Cyclops 

Random 

- 

- 

- 

R 


Green Sigil 

Random 

- 

- 

- 

A 


Revelation Pesce 

Random 

- 

- 

s 

- 


Stasis Giant 

Random 

S 


- 

- 

8-9 

Conviction Sword 

Random 

- 


- 

s 


Hallowed Turret 

Random 

R 

- 

w 

- 


Intrepid Knight 

Random 

S 

- 

- 

W 


Jotun of Blood 

Random 

- 

A 

- 

w 


Minotaur IV 

Random 

- 

- 

- 

- 


Natural Dancer 

Random 

- 

- 

w 

s 


Rain Wind Musha 

Random 

- 

R 

A 

R 

1-9 

Luxury Hand 

Random 

N 

N 

N 

N 

7 

World Balance 

Boss 

- 

- 

- 


10 

Kunino-sagiri 

Boss 

. 

! . 

. 

. 











HEAVEN 



Golden Sand 

- S S Flame Scale 

S - - Smart Clasp, (Animal Guide) 

- - W Flame Steel 

N - - Jet Black Steel 

- - - Porcelain Statue 

- N N Claw of Myth 

W - - Steel Barrel 

A - - Crimson Cover 

W - N Rare Raincoat 
W - - Sacrilege Iron 

- - - Scorching Scale 

- - - Fixing Bolt 

R W W Cursed Stone 

AWN Treasure Cloth, (Modest Lamp) 

- | - ; - Mink Fur 
Thirsty Claw 
Practical Cloth 

Divine Bark. (Classy Lumber) 
Crystal of Light 
Blessed Dish 

- - - Ayanishiki 

- N N Blade Thorn 

- W W Black Signature 

- W - Oracle Textile, (Old Ore) 

W - - Prime Steel 

W - - Perpetual Edge 

- W N Judgement Shot 

- N N Platinum Reins 

- - W Bloody Hide 

- - - Heavy Chains 

- - - Hemp Cloth 

A - - Cascade Metal 

N N N Chest Key 


ASS 
- W N 
W - - 


N N 


With all of these characters available 
to you in this dungeon, you can go 
to the 7th floor then return back 
to the entrance and switch out 
the first three characters with 
the standbys. Then your 
allies will have full SP for 
the boss. 
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Continue to the 10th floor’s save point and leave the dungeon to come back and challenge 
the boss no later than November 20th. Keep in mind that November 20th is the last rainy 
day in the game, which means monsters that only spawn during rainy days will no longer 


-nan 

World Balance 


This is a really simple boss fight. The World 
Balance will always use Mind Charge 
followed by a -dyne skill aimed at someone’s 
weakness. As long as you have Diarahan, 

Samarecarm, and/or have character Social 
Links at Rank 9, then this fight will be 
incredibly easy. 

This boss doesn’t have much HP and has virtually no resistance. So feel free to go all 
out on it with whatever attacks you have available and quickly heal characters up that 
have been hit. 



appear for the remainder of the game. 



The first part of the battle is pretty tame since you can hit this boss with just about 
anything. He won’t start showing his true colors until about a third of his HP has 
been depleted. Once you've damaged him that much, he’ll use Quad Converge. This 
skill greatly increases the susceptibility ratings of one random element to everyone, 
including himself, while greatly reducing the other three main elements for three 
turns. At this point you should switch everyone to manual control and have everyone 
guard. Once you see the boss use an element skill, that will be your cue to know 
which element has been greatly increased compared to the others. 


'znai 

Kurano-sagiri • Suggested Levet 64 

Now that you’re getting closer to the end 
of the game Kunino-sagiri marks the point 
where boss fights start getting extremely 
complicated and tactical. Your main character 
must have access to Fire, Ice, Elec, and Wind 
skills, along with Mind Charge, Mediarahan, 

Makarakam, and Samarecarm for support. 

These skills must be spread out among 

Personas that can at least Null, Repel, or Absorb Fire, Ice, Elec, and Wind attacks. 
The ideal arrangement is to stick skills that match a Persona’s strength. For instance, 
Fire skills should be on Personas that can block Fire attacks. 
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If you have any characters that are weak 
against that element, you should use 
Makarakarn or a Magic Mirror on that 
character. You must not let Kunino-sagiri get 
an extra turn while this effect is in place. 


When its HP drops to less than half, Kunino- 
sagiri will control one of your three teammates 
for two turns. You should switch to a persona 
that can resist or null their attacks so that you’re not taking any extra damage from 
your own teammates as your focus is on damaging the boss. Kunino-sagiri will 
eventually control all three of your teammates at once when its HP drops to less than 
a quarter. In this situation you should pick a persona that can block phys attacks, as 
well as an element or two, and just guard for a couple of turns until the characters are 
released from Kunino-sagiri’s control. 


Finally, when Kunino-sagiri is close to dying, it will start using Unerring Justice, which 
will hit for about 150 to 200 damage. Cast Masukukaja and/or Sukunda to help in 
dodging this attack to avoid the damage it causes. Keep up the attacks for a little 
longer and you’ll finally win. 




Boors "a™ _ Type 3$c > T * 


10 LostOkina Boss N - A - - N 


Tuesday After School 

You’ll be allowed to visit Nanako’s Heaven 
dungeon again starting today. It’s recommended 
that you accept all the quests that are available 
and go through the dungeon again before the 
27th rolls around. 

When the 27th comes around you will advance 
toward an ending fork, because the exams start 
on the 27th and the ending fork comes immedi¬ 
ately after they are done. Try to get as much 
done as you can before the 27th. 
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> Obtained ^Chakra Rind X 1. 
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Lost Okra* 

This boss is incredibly simple to beat 
compared to Kunino-Sagiri. It’s immune to 
physical attacks and absorbs ice, so you have 
to use Agi, Zio, and Garu skills to damage 
it. The Protagonist just needs to have Mind 
Charge and appropriate element skills to 
damage this boss. 

Towards the end of the fight, the boss will start casting Makarakarn on itself at every 
turn. Switch a character over to manual control and have them destroy the barrier. 
They will resist (or null if you've maxed that character’s S. Link) the skill that gets 
bounced back at them. Just keep the magic flowing and you’ll win easily. 


Tuesday Everwig 

(II) If you return to your room without 
having left the house for the evening, 

Yosuke will phone and ask to arrange 
a meeting with you for the next day. 
Tomorrow’s time period will be spent if 
you accept the call, but you’ll increase 
Yosuke’s and the Sports Club’s S. Links. 

It's recommended you skip this event and 
instead go to visit Nanako since she gives a 
boost to more S. Links than just Magician and 
Strength. 




(I) After the battle, 
your Protagonist 
will gain a boost 
in Courage and 
you’ll find an 
extremely useful 
accessory if you 
check the flowers 
to the right of the 
dais’s staircase. 
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DECEMBEH2071 


Date 

Day 

Time 

Weather 

Events 

12/1 

12ft 

Thu 

Fri. 

Morning 

Early Morning 

Cloudy 

Cloudy 

[Exam] Q7: Correct answer is "The South Pole; 30 degrees." 
Q8: Correct answer is "1.000,000 dollars." 

Gossip scene. 



Morning 

Cloudy 

[Exam] Q9: Correct answer is "Discovered tuberculosis." 

Q10: Correct answer is "French" 



Evening 

Cloudy 

Able to save and rest. Ending fork is tomorrow. 

12/3 

Sat. 

Early Morning 

Cloudy 

Chat with with the team. 



Morning 

Cloudy 

[Exam] Last question's result is based upon your Knowledge 
rank. 



After School 

Cloudy 

Cutscenes (no Free Time). 



Evening 

Cloudy 

[Event] Bad Ending or NormalEnding (see P. 154 for details). 
[S. Link] Judgement (XX) is established for Normal Ending. 

12/4 

Sun. 

Daytime 

Cloudy 

Cutscenes (no Free Time). 



Evening 

Cloudy 

Able to save and rest. 

12,5 

Mon. 

Daytime 

Cioudy 

[Event] Conduct Investigation (see P155 for details). 



Evening 

Cloudy 

[Event] Confirm the Suspect. Results in a Bad Ending or 
Normal Ending (see P.155 for details). Able to save and rest. 

12ft 

Tue 

After School 

Cloudy 

Cutscenes (no Free Time). 



Evening 

Cloudy 

Able to save and rest. 

12J7 

Wed. 

After School 

Cloudy 

Cutscenes (no Free Time). 



Evening 

Cloudy 

Able to save and rest. 

12ft 

Thu. 

Early Morning 

Cloudy 

Gossip scene. 



Lunchtime 

Cloudy 

[Exam Scores] See P.156 for details. 



After School 

Cloudy 

[Event] Capture the suspect (p 156) 

[S. Link] Hermit. Strength, Hanged Man, Moon, and Sun 
are available. 



Evening 

Cloudy 

[S. Link] Devil and Tower are available. * 

12ft 

: Fri. 

Early Morning 

Cloudy 

Chat with Vukiko. 



Afternoon 

Cloudy 

[Pop Quiz] Pick "Insects" to increase Knowledge. 



After School 

Cloudy 

[S. Link] Magician, Emperor, Lovers. Hermit, Fortune, 

Hanged Man, Temperance, and Moon are available. 



Evening 

Cloudy 

[S. Link] Devil is available. 

12/10 

Sat. 

Early Morning 

Cloudy 

Gossip Scene. 



Morning 

Cloudy 

[Pop Quiz] Pick "The 'big' toe" to increase Knowledge. 



After School 

Cloudy 

[S. Link] Priestess, Chariot. Hermit, Strength, and 
Temperance are available 



Evening 

Cloudy 

[S. Link) Tower is available. 

12/11 

Sun 

Daytime 

Cloudy 

[S. Link] Emperor, Lovers, Hermit, and Death are available. 



Evening 

Cloudy 


12/12 

Mon 

Early Morning 

Cloudy 

Chat with Kanji. 



After School 

Cloudy 

[S. Link] Magician. Priestess, Hermit Fortune. Strength, 
Hanged Man. Temperance, and Sun are available. 



Evening 

Cloudy 

I- 
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Date Day Time 


12/13 

Tue. 

Early Morning 

Cloudy 

Gossip scene. 



After School 

Cloudy 

[S. Link) Chariot. Hermit Fortune, Strength, Hanged Man, 
and Sun are available. 



Evening 

Cloudy 

[S. Link] Tower is available. 

12/14 

Wed. 

Early Morning 

Cloudy 

Chat with Naoto. 



After School 

Cloudy 

[S. Link) Magician. Priestess. Emperor, Hermit. Hanged Man. 
and Moon are available. 



Evening 

Cloudy 

[S. Link] Devil is available. 

12/15 

Thu 

Early Morning 

Cloudy 

Gossip scene. 



After School 

Cloudy 

[S. Link] Priestess, Hermit, Fortune. Strength. Hanged Man. 
Moon, and Sun are available. 



Evening 

Cloudy 

[S. Link] Devil and Tower are available. 

12/16 

Fri. 

Early Morning 

Cloudy 

Chat with Rise. 



After School 

Cloudy 

[S. Link] Lovers, Hermit. Hanged Man. Temperance, and 
Moon are available. 

12/17 

Sat. 

Evening 

Cloudy 

[S. Link] Devil is available. 

Early Morning 

Cloudy 

Gossip scene. 



Morning 

Cloudy 

[Conversation] Pick "That it follows something" to increase 
Expression and Chariot's S. Link. 



After School 

Cloudy 

[S. Link] Magician. Chariot, Hermit. Fortune, Strength, and 
Temperance are available. 



Evening 

Cloudy 

[S. Link] Tower is available. 

12'18 

Sun. 

Daytime 

Cloudy 

[S. Link] Priestess. Emperor, Lovers (Final Opportunity), 
Hermit, and Death are available. 



Evening 

Cloudy 

IhhhhhhhhIhhhhhhhi 

12/19 

Mon. 

Early Morning 

Cloudy 

Chat with Chie 



After School 

Cloudy 

[S. Link] Magician. Chariot (Final Opportunity), Hermit, 
Fortune, Hanged Man, Temperance, and Sun are available. 



Evening 

Cloudy 


12/20 

Tue. 

Early Morning 

Cloudy 

Gossip scene 



After School 

Cloudy 

[S. Link] Priestess (Final Opportunity), Hermit, Strength, 
Hanged Man. and Sun are available. 



Evening 

Cloudy 

[S Link] Tower is available. 

12/21 

Wed. 

Early Morning 

Cloudy 

Chat with Vosuke. 



Afternoon 

Cloudy 

[Conversation] Pick "It's a sign of royal blood" to increase 
Expression and Magician's S. Link. 



After School 

Cloudy 

[S Link] Magician (Final Opportunity), Emperor, Hermit, 
Fortune, Hanged Man, and Moon are available. 



Evening 

Cloudy 

[S. Link] Devil is available. 

12/22 

Thu. 

Early Morning 

Cloudy 

Gossip scene. 



After School 

Cloudy 

[Event] If the suspect is not captured by this evening, the 


Christmas scene will not occur. 

[S. Link] Final opprtunity for Emperor. Strength, Hanged 
Man, Moon, and Sun. Hermit is available. 
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DECEMBER 2011 (CONTINUE^ 


12/24 


12/25 


Day 

Time 

Weothef 

Events 


Evening 

Cloudy 

(S. Link] Tower (Final Opportunity) is available. 

Fri. 

Daytime 

Cloudy 

[S Link] Hermit, Temperance (Final Opportunity), Death 
(Final Opportunity) are available. 


Evening 

Cloudy 

(Event] Christmas date call if youVe captured the criminal 
before the evening of the 22nd. 

[S. Link] Devil (Final Opportunity) is available. 

Sat 

After School 

Cloudy 

(Event] The game is over if the suspect is not caught by this 
Evening (P.156). 




[S. Link] Hermit (Final Opportunity) is available. 


Evening 

Cloudy 

[Event] Christmas Eve date if you accepted the call on the 
evening of the 23rd (P.162). 

Sun. 

Daytime ' 

Sunny 

Ending Scenes. 


Evening 

Sunny 

Ending Scenes 




. - : - :: ; §§§g 


“N#*v*r mrwl ” 


The correct choice to continue along the path to the 
normal ending is “Suspect #10" on the list. 


After the scenes are all done, you can return home to save and rest. 
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- Old man next to the woman in front of the Shrine in the north side of the Shopping District. 

- Man with a gas mask at the far north end of the Shopping District. 

- Man standing next to Rise in the north side of the Shopping District. 

- Girl standing next to Yousuke in south side of the Shopping District. 

- Lady standing across the street from the gas station in the south side of the Shopping District. 

- Girl in the lobby of Junes. 

Guy standing in front of a tree on the Riverbank’s Path. 

- Old man standing in front of the Gazebo on the Riverbank’s Path. 

When you’ve talked to and asked all these people everything, you’ll arrive 
at the restaurant to confirm the suspect after your meal. 

Monday Esfiermxj (The 
Second Encbig Fork) 

(ID You can pick from a list 
of 26 suspects. You can freely 
cycle through the list as many 
times as you like, but you only 
have only three chances to pick 
the right suspect. If you fail to get 
the correct suspect with those 
three chances, you will 
wind up with a bad 

ending and be unable to play the rest of the month. If you 
guess correctly you’ll remain on the path to the normal 
ending and can continue playing for the rest of the month 
until the 25th. 
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Satiwday Evenkig (The First Endhg Fork) 

(I) There will be an event today that determines whether you’ll get the game's normal or 
bad ending. The bad ending will result in being able to do nothing until the 7th at which 
point the game will skip ahead to the ending on March 20th. However, the normal ending 
will allow you to play during the month of December until the 25th and then skip ahead 3 
months to March 20th. Refer to page 171 for details on starting the game’s second cycle 
from the ending you receive. In order to stay on the path to the normal ending, you must 
answer a series of questions asked by Yosuke inside 
Namatame’s room correctly. If you answer just one 
of the following questions incorrectly, you’ll be on the 
path to the bad ending. The choices to make for the 
normal ending are as follows: 

Decision 1: “Wait a second here..." 

Decision 2: “We’re missing something.” 

Decision 3: “Namatame’s true feelings." 

Decision 4: “Something’s bothering me.” 

Decision 5: “We’re missing something...” 

Decision 6: “Calm the hell down!” 


Monday Daytime 

(D Today you will need to walk around town and 
conduct an investigation by talking to several citizens. 
First, stop by the shrine and talk to the woman 
standing in front of it to get things rolling. Now talk 
to her again and you can ask her something else. 
Afterward you’ll need to talk to several other people 
and ask them “About those murders...” and “Recall 
anyone suspicious?" Here’s a list of the people you 
need to talk to. 










MAGATSUINABA 




> You Hot th« scan 


Fktc&ig t he Suspect-Magatsu tiaba and Mandala 

(1) When the After School time period starts on 
December 8th, you can begin the 

game’s final dungeon and capture the 
suspect. You have until December 
24th to capture him, otherwise 
the game will be over. The 
dungeon is quite tough, so you 
should use as many of the free 
days as you can to max as 

many S. Links as possible in * 

the time frame given. Maxing 

character S. Links should be a priority since they will yield advanced 
Personas that will prove to be very useful inside the dungeon. 

It’s strongly advised that you reach the 6th floor of the Magatsu 
Mandala on your first trip so you can collect loot that can be 
sold in order to unlock some new armor. Wait until later to 
challenge the final boss. If you defeat the last boss before 
the evening of the 22nd, the game will jump ahead to 
the 23rd. That will erase time that could’ve been spent 
maxing any outstanding S. Links, but you’ll get a 
special Christmas scene. During that scene you’ll 
get an accessory from the classmate that you’re 
closest to. Otherwise, if left until the deadline, that 
Christmas scene will not occur. 


Thursday Lunchtime 

<I) The exam results will be posted today. You will get 
rewards based upon your performance in the school. 




For being in the top ten, you’ll get a moderate S. Link 
with all your classmates. Ms. Sofue will give you 


top of the class, Ms. Sofue will give you the 
but the S. Link boost will be bigger. 


If you’re not in the top ten, you’ll only get a small S. 
Link boost. Below that you won't get anything. 


1 



Random 

Random 
Random - - - 

Random - - - 

Random - W - 
Random S - - 

Boss S - 
Boss I - I - [ - j 


Diamond Canine 

N Miracle Scale 

- Nightmare Sand 

- God Tailfeather 
W Calm Marble 

- Chest Key 
N - 

N - 


i-2 Agitating Hablerie 

Fickle Papillon 
Infinite Sand 
Jupiter Eagle 
Vehement Idol 
Glorious Hand 
3 Suspect #10 
Ameno-sagiri 





MAGATSU MANDALA 



floors 

Name 

Type 

U 

* # * 

r 

* 


hem Drop 

1 

Free Bambino 

Summon 

- 

s 

s 

s 

s 

N 

N 

Royal Blossom 


Great King 

Random 

s 


| - 

- 

w 

R 

R 

Dignified Lump 


King Castle 

Random 

N 

- 

- 

-• 

- 

W 

W 

Snow Stone 


Nemean Beast 

Random 

- 

- 

- 

- 

i - 

- 

- 

Platinum Fur 


Pistil Mother 

Random 

- 

- 

R 

w 

- 

- 

- 

Queen's Nail 

1-3 

Fanatic Tower 

Random 

S 

- 


w 

N 

N 

N 

Ruinous Crown 


Yearning Pot 

Random 

- 

A 


- 

: 

W 

R 

Orb of Love 

1-3,6 

Amorous Snake 

Random 

- 


W 

- 

- 

R 

W Scaly Lump 

2-3 

Battle Wheel 

Random 

s 

- 

- 

- 

- 

N 

W 

Brilliant Armor 


Purple Sigil 

Random 

- 

N 

. 

w 

. 

R 

W 

Gold Signature 


Sleeping Table 

Random 

R 

W 

- 

- 

- 

N 

N 

Thought Cross 

2-5 

Silent Book 

Random 

. 

W 

; - 

! . ] 

A 

- 


Word String 


Valuing Nyogo 

Random 

- 

A 

W 

- 


- 

- 

Oguruma Brocade 

4-5 

Change Relic 

Random 




; - i 

- 

N 

N 

Silver Claw 


Death Dice 

Random 

S 

- 

- 

- 

- 

- 

- 

Death Lump 


Harem Dancer 

Random 

T- 

N 


- 


N 

N 

Love Clasp 


Immortal Gigas 

Random 

s 

R 

- 

- 

- 

N 

W 

Formidable Proof 


Jotun of Evil 

Random 

. 

N 

R 

R 

N 

N 

N 

Thunder Bead 


Reformed Okina 

Random 

- 

W 

R 

- 

R 

- 

- 

Knowledge Staff 

4-6 

Happy Gene 

Random 

- 

- 

- 

- 

. 

W 

W 

Unthinkable Metal 


Judgment Sword 

Random 

s 

W 

N 

. 

- 

- 

- 

Spark Ornament 


Phantom King 

Random 

. 

. 

. 

. 

. 

w 

N 

Prime Hide 

6 

Brilliant Cyclops 

Random 

- 

- 

- 

- 

A 

N 

N 

Cruel Thorn 


Conceited Panzer 

Random 

N 

- 

- 

- 

. 

- 


Golden Barrel 


Earnest Carothy 

Random 



- 

- 

- 

W 

W Activated Felt 


Harmony Giant 

Random 

- 

- 

- 

- 

R 

- 

- 

Diamond Sheet 


Minotaur i 

Random 

- 

w 

- 

R 

A 

- 

- 

Platinum Hide 


Minotaur II 

Random 

R 

A 

. 

W 

A 


_ 

Golden Chains 


Minotaur III 

Random 

- 

R 

- 

A 

W 

- 

.. 

Strength Claw 


Noble Seeker 

Random 

N 

R 


. 

w 

. 

. 

Golden Film 


Slaughter Drive 

Random 


- 

- 

W 

- 

- 

- 

Torrent Gear 


Solemn Machine 

Random 

- 

R 

- 

. 

- 

N 

N 

Onchalcum 


Spastic Turret 

Random 

- 

A 

- 

w 

- 

N 

N 

Flame Sheet 

1-6 

Glorious Hand 

Random 

s 

- 

- 

- 

- 

- 


Chest Key 

3 

Chaos Fuzz 

Boss 

- 

- 

- 

- 

- 

N 

N 


6 

Envious Giant 

Boss 

1-1 

s 

S 

A 

s 

N 

N 



TIC I At 
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You can enter the final dungeon by talking to Teddie in the “nexus” of the TV World. The 
dungeon is comprised of two distinct areas that have you looping through both of them. 

The first stretch is called Magatsu Inaba and there are three floors in this area. However, 
once you proceed to the second floor in that area you cannot go back the way you came 
and you cannot reach the third floor in this area without going into the next area of Magatsu 
Mandala. When you enter Magatsu Mandala you cannot return to the second floor of 
Magatsu Inaba, but you can return to the dungeon’s |( 
entrance from it. The 2nd floor of Magatsu Inaba, 
along with the 3rd and 6th floors of Magatsu Mandala 
are fixed. Bosses will be on the 3rd and 6th floors of 
Magatsu Mandala and the final boss will be waiting 
for you on 3rd floor of Magatsu Inaba after having 
defeated the 6th floor boss of Magatsu Mandala. 

01) When you reach the 3rd floor of Magatsu Mandala 
you will have to advance through this floor without 
getting into a fight with the shadows. If you get into a 

fight with a shadow you’ll be warped back to the dungeon's entrance. If you’re low on SP 
you should intentionally get into a fight with a Shadow to return to the entrance, switch in 
the other 3 characters on standby, then use Kitsune to recover your SP. You can then return 
to the 3rd floor right where you left off. Make use of the map and enemy radar to chart a 
path through to the boss on this floor. 




MAGATSU MANDALA 3rd FLOOR 


BOSS: - 

Chaos Fuzz 



To and From 
Magatsu Mandala 
(4th Floor) 

CHEST 

CHEST 


CHEST - 



To and From 
Magatsu Mandala 
(2nd Floor) 


S = Shadow Positions 



Chaos Fuzz • Suggested Levet 70 

Every turn the boss will constantly summon 
more of its kind and a variety of other 
enemies, sometimes even summoning two 
enemies at once. Most of these enemies use 
normal attacks, so if you can put up Tetrakarn 
or have counterattack skills and accessories 
equipped, then this battle will be a snap. 

The only problem you might face is being 

overwhelmed by the number of enemies. You should use Charged attacks that hit all 
enemies to inflict a huge amount of damage as quickly as possible. 


After the boss on the 3rd floor has been defeated you can get into fights with the Shadows 
on that floor and not be warped back to the entrance. Continue further down to the 6th floor 
and leave the dungeon when you arrive, so that you’re fully healed and have some more 
advanced personas ready when you come back before the 24th to tackle this boss. 
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MAGATSU ktANDALA 6ih FLOOR 


CHEST, 


q To and From 
^Magatsu Mandala 


(5th Floor) 




Envious Giant • Suggested Levefc 73 

This boss has a rather simple routine; it will 
almost always cast Megidolaon for about 
200 damage. Every once in a while it will 
cast Tentarafoo to try to confuse everyone. 
Make sure you equip your Protagonist with an 
accessory that can nullify Panic so that he can 
use Amrita or Me Patra on your allies if they 
become panicked. 


You should only attack the boss with physical attacks because it can resist Fire, Ice, 
and Wind as well as absorb Electricity. Even though it has High Counter, most of your 
attacks will still connect. Just be sure to heal characters before the boss’s turn comes 
around to avoid having them killed. All you need to do to win is to cast Sukunda and/ 
or Masukukaja to dodge the Megidolaons and cast Mediarahan when your HP falls 
below 250, as you use physical attacks. 


After that boss is defeated, the way to the final boss will be open, which is back at the 2nd 
floor of Magatsu Inaba. If you have time before the 24th comes around, you should use it 
to walk back through this dungeon for a bit of grinding before the final fight. Unlike previous 
dungeons, when you save at the final boss you won’t be able to warp back to the boss floor 
from the entrance. You’ll be taken to the 6th floor of Magatsu Mandala instead, which is the 
deepest point in the dungeon 
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Suspect #10 • Suggested Lewefc 78 

This battle is just a warm-up for the real final battle that is about to come. Suspect 
#10 will occasionally use Heat Riser to increase his attack, defense, and agility simul¬ 
taneously for a few turns. Get rid of that effect by having someone, preferably Yosuke, 
use Dekaja. Suspect #10 will mostly use Vorpal Blade to attack everyone so if you 
use a persona that can resist (or even null) physical attacks, then there’s little he can 
do to threaten you. He may occasionally use elemental skills, so be sure everyone's 
weakness is covered by having evolved personas or evading accessories equipped. 
When he’s nearly dead he has the ability to use Evil Smile and Ghastly Wail to wipe 
you out, so make sure your Protagonist has a Bravery Vessel or better equipped. 










AmenosagpH • Suggested Levefc 78 

If you’re low on SP and HP from the previous 
fight, you should use a Soma on your first 
turn to bring everyone back to full strength 
so that you can start fighting him on even 
terms. Ameno-sagiri gets two actions per turn 
so you must not let him hit any weaknesses 
your characters have. If you’ve brought in 
characters that have a weakness, you should 
cast Makarakam or use a Magic Mirror on them every once in a while. 

You should attack Ameno-sagiri by using Power Charge or Mind Charge if they’re 
available. Chie and Naoto, who learn Power Charge and Mind Charge respectively, 
will not use them as part of their Al script, so you’ll have to manually control them if 
either of them are in your party. Using Matarukaja and Rakunda can help by greatly 
increasing the amount of damage you can deliver in a turn. Most of Ameno-sagiri’s 
attacks inflict no more than 200 damage if you have reasonably good armor, with 
defense ratings at 270 or above. As always. Masukukaja and Sukunda are excellent 
skills to use to avoid taking damage from attacks. 

After he s lost about a third of his HP, Ameno-sagiri will start using Nebula Oculus to 
inflict about 200 damage to everyone. Since he gets two actions per turn, you should 
be casting Mediarahan on every turn. This will bum through your SP during the fight 
so use any Soul Foods you have lying about to replenish your SP if it gets too low. 

When he s lost half of his HP, he will use the Bewildering Fog to protect himself and 
begin storing energy for a devastating attack. He will use Mind Charge and start 
to buff himself with a variety of -kaja skills. When that happens you should switch 
everyone to manual control and have them guard in preparation for the attack. After 
the attack, you should cast Dekaja to remove those buffs and continue the fight. 
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■ Qt ®s»s 



When he’s near death he will start to use 
Quake, which does about 150 damage 
and can knock characters down. This 
can be especially bad if it’s the first 
attack, because he could inflict 
the Faint status on top of dealing 
extra damage to a knocked down 
character. 

The best way to avoid this attack is 
with Masukukaja and Sukunda. As 
long as you remember to guard after 
he starts storing power and attack 
after he’s released the attack, you 
should eventually defeat him. 


After the battle the game will 
resume on the evening of the 
23rd if you've defeated him 
before the 22nd, or the next 
day if you beat him on the 
23rd or 24th. 


Friday Evermg 

If you’ve defeated Ameno-sagiri before the evening of the 22nd, you’ll skip to the evening of 
the 23rd and receive a text message from the person you're closest too. If you accept the 
invitation to spend Christmas Eve with that person, the game will skip ahead to the evening 
of the 24th. After the scene you’ll get an accessory from that person. The accessory you get 
will vary depending upon whom you ended up spending the date with. 

- Yosuke and Kanji (Both S. Links maxed) 

- Chie (Max S. Link and be in a Serious Relationship) 

- Yukiko (Max S. Link and be in a Serious Relationship) 

- Rise (Max S. Link and be in a Serious Relationship) 

- Naoto (Max S. Link and be in a Serious Relationship) 

- Ai (Max S. Link and be in a Serious Relationship) 

- Ayane (Max S. Link and be in a Serious Relationship) 

- Yumi (Max S. Link and be in a Serious Relationship) 
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Weather Events 


Sunny [Event) Norma! Ending (P.164) Ending Scenes. 

Cloudy [Event) Path to the True Ending (P. 165). 

Raining 



Daytime 

The game will resume on March 20th and you’ll have a chance to talk to all characters that 
you have a maxed S. Link with, before the closing scenes commence. You can find those 
characters in the following locations. 



(!) Magician Yosuke is at Junes. 


(H) Priestess Take the Bus from the Shopping District to the Amagi Inn. 

Margaret is in front of the Velvet Room door in the Shopping 
m Empress Djstrict 

(IV) Emperor Kanji is in front of his mother’s Dye store in the Shopping District. 

(V) Hierophant Dojima is in front of his house. i 

(VI) Lovers Rise is in front of her mother’s Tofu store in the Shopping District. 

(VII) Chariot Chie is in front of the Shopping District’s Bookstore. 

(VIII) Justice Nanako is in front of her house. 

(IX) Hermit The Fox is at the Shrine in the Shopping District. 

(X) Fortune Naoto is in the school’s 1st Floor hallway. 

(XI) Strength Kou and Daisuke are at the Aiya Restaurant in the Shopping 

District. 

(XII) Hanged Man Naoki is in front of the Liquor Store in the Shopping District. 

(XIII) Death Hisano is at the Riverbank’s edge. 

(XIV) Temperance j Take the Bus from the Shopping District to the hill overlooking 

the town. 

(XV) Devil Take the Bus from the Shopping District to the Hospital. 



Daytime 
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(XVI) Tower 

(xvii) star: 


(XVW) Moon 
(XIX) Sun (Music) 
(XIX) Sun (Drama) 


Shu is in front of the Shiroku store in the Shopping District. 

Teddie is at the Food Court in Junes if you’ve maxed Magician, 
otherwise he’s in front of the Shiroku Store in the Shopping 
District. 

Ai is in the school’s lobby. 

Ayane is in the school's Music Room. 

Yumi is in the school’s Drama Club Room. 


After talking to any and ail of these people, you'll be asked to return to your house. If you 
choose to return to your house, you will receive the Normal Ending. The True Ending is open 
to you if you decide not to return home. 



lYueEnArg 

After deciding not to return home after meeting the people you have matured your 
relationship with by maxing their respective S. Links, you can embark on a quest to uncover 
the game’s “True Ending.” 



Go to Junes and check the elevator. You’ll be asked if you want to go home once 
more. Choose "No." 


2 Check the elevator again and choose “I’m not finished yet," and then say “Yes." 

3 After the ensuing event, go to the Floodplain and talk to Dojima and Nanako. 

4 Go t0 the Velvet Room and you’ll receive the Orb of Sight from Igor. If this is part 
of your second cycle, he will give you another item. 

5 Talk to the man standing in front of the Gas Station in the Shopping District. 

Enter the TV World to find a new dungeon. Beware: once you enter the TV World, 

6 you won t be able to come back to the Real World, Be absolutely sure you want to 
see this ending before entering the TV World. 


Now that .you are here in the TV World, you will have access to the Weapon and Dry Goods 
store from the exit and it will always be raining. This means that you can also explore 
previous dungeons to hunt for rare monsters and loot and the Shiroku store will have a 
permanent discount on all items. Basically this begins the game's extended play mode. 
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YOMOTSU H/RASAKA 


F Bonus Dungeon Yomotsu Hrasaka 

■ You can access this dungeon by talking to 
Teddie. It is nine floors deep and the 3rd and 
6th floors are fixed. You’ll find bosses on those 
fixed floors as well as on the final floor. Rise 
should have almost certainly learned Relaxing 
Wave by now, as that will be essential for 
exploring this dungeon. 
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YOMOTSU H/RASAKA 3rd FLOOR 


CHEST- 


To and From ^ 

4th Floor- O 


BOSS: 

Neo Minotaur 


To and From 
2nd Floor 


CHEST 




•if#/ 


Neo IVfcwtaur • Suggested Leuefc 80 

This guy is a snap. He will only use normal 
attacks and Rampage. If you have a persona 
that can at least resist physical attacks, then 
it’s pretty much impossible to lose this fight 
unless you're fantastically under-leveled. 


You can hit this guy with pretty much anything 
for a lot of damage because his defense is so 



low. Boosted Fire, Ice, Elec, or Wind attacks can probably kill him in just a couple of 
rounds. 


You’ll probably need to use Mediarahan at least once to recover from the Rampage 
attack, but other than that, this boss is more like a normal enemy than anything else. 
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To and From 
5th Floor — 


BOSS: _ 

Sleeping Table 


To and From 
7th Floor — 


CHEST: 

Soma — 




Sleeping Table • Suggested l 

The boss that gave everyone 
Persona 3 is back again and is as 
as ever. The Sleeping Table will attack with 
Maragidyne. Megdidolaon, and Mahamaon, 
so having a persona that protects against 
fire and light attacks is very useful along with 
several Homunculus items. 


Every now and again the Sleeping Table will use Evil Smile to frighten everyone, 
you should heal this condition with Amrita as soon as you can. If you don’t then the 
Sleeping Table will use Ghastly Wail to kill off any character that is frightened. Equip a 
Bravery Vessel accessory on the Protagonist to avoid having your trip cut short here. 


The Sleeping Table can be damaged by anything except, of course, for light and dark 
attacks. As long as you can keep your characters from being vulnerable to Ghastly 
Wail, this boss shouldn’t pose that much of a threat. 
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tzanami • Suggested Levet 84 

Make sure you pick your party members so 
that they don't have a weakness or, if they do, 
have a means to cover for them. Izanami only 
becomes extremely dangerous if she gets an 
extra turn from hitting a character’s weakness. 

Her attacks can hit for over 200 damage and 
when she uses Megidolaon, it can do close to 
300 damage. You want to heal up to full with 
Mediarahan or Salvation every turn. 

When Izanami uses Mind Charge, you’re in big trouble. 
You should instruct all characters to Guard on the next 
turn to avoid taking catastrophic damage. Since 
Izanami will be close to being defeated, she will 
start using Megidolaon endlessly. 

When Izanami is within an inch of death, she 
will keep reviving with 1 HP constantly. Keep 
attacking her with normal attacks and stay alive 
for a few rounds. Eventually you’ll hear Igor and 
Margaret speak to you and the Orb of Sight will 
transform Izanami, which will mark the begin¬ 
ning of the second part^of this battle. 
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After you've reached the game's ending, you will 
be allowed to save a clear-game file. Continuing 
from this save file will start the game’s second 
cycle. There are many things that will be carried 
over from your initial play-through. These include: 


Your Protagonist's traits (Knowledge. Courage, 

Expression, Understanding, and Diligence only). 

Your Protagonist's spaces for personas (He'll have 12 persona slots open). 

The Persona Compendium, along with Margaret's discount items. 

; The items you received from Maxing S. Links (allows the creation of the ultimate persona for the 
respective Arcana). 

The amount of money you had when the first play-through ended. You should sell off any 
unncessary items and equipment before you reached an ending. 


iran a niwOkami • Su gges ted Levefc 84 

When the battle starts, you should use a 
Soma to fully heal everyone to full strength if 
the last battle drained your characters’ SP. 

Izanami-no-Okami gets two actions per 
turn and she’s not afraid to start it off by 
using Mind Charge. You should be at full HP 
on every turn of this long battle and have 

everyone guard when she uses Mind Charge. She may sometimes use Marakunda 
to lower your defenses to increase her damage output even more, so you should use 
Dekunda as soon as you can to get rid of that effect. 

You can make the battle a lot easier if you cast Masukukaja and/or Sukunda every 
once in a while. A lot of her attacks can miss you with just a 
simple casting of Masukukaja, which can help alleviate the 
need to constantly heal every turn. Izanami uses a lot of 
electrical attacks, so switching to a persona that can 
block that element is a huge advantage here. However, 
you should not use a persona that repels electricity 
because she’ll absorb it. It’s best to just attack her 
with fire, ice, and wind skills. Phys skills, unless they 
hit multiple times, do too little damage to be of much 
use here. 

When her HP drops below half, her attack patterns will 
change. She will start using Debilitate. Galgalim Eyes, 
and a darkness-type that reduces one character's HP 
by half to make things troublesome for you. You absolutely 
must use Dekunda to get rid of Debilitate, or it will not be 
likely that character will survive the following turn. Galgalim 
Eyes is probably the most deadly attack if she uses it first since 
it will reduce a character’s HP to 1 if it hits. Keep up the same 
pattern of using magic attacks, Mediarahan or Salvation each 
turn, Masukukaja every few turns, and Guard when she 
uses Mind Charge. 

When she is almost dead, Izanami will attempt to 
instantly remove the Protagonist from the battle. After 
the Protagonist has been hit with the skill, there will 
be a cutscene and you’ll get the persona Izanagi-no- 
Okami to fight against Izanami-no-Okami. You will 
now be granted immortality to finish her off using 
the Myriad Truths skill. Now you can sit back and 
enjoy the True Ending; you've earned it. 
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On top of those things, there will also be some changes to the game: 


Your Protagonist can summon any persona from the compendium regardless of his level. 

There will be a few new decisions during some Social Link events. 

If you have previously seen the True Ending, then you will be able to create Izanagi-no-Okami after 
July 10th. 

A powerful shadow called The Reaper can be found inside normal chests inside dungeons where 
| you’ve already defeated the optional boss. You will be warned twice that the chest you're opening 
l has The Reaper inside it. He can drop the best weapons and armors for your characters if you 
| defeat him. 

Margaret can now be challenged inside Heaven, but only during the 
True Ending route. You must have avoided the bad endings, 
defeated all optional bosses, and maxed the Empress S. Link 
before March 20th. 
















wmt N 






Over the course of the game you will establish 
many Social Links (S. Links). These S. Links 
will assist you greatly in the Velvet Room by 
giving personas of the corresponding Arcana 
bonus experience that levels them up when 
they are created. The higher the S. Link, the 
more experience the persona of that Arcana 
will get when it’s created. When you have 

maxed an S. Link by getting it up to Rank 10. you will be allowed to create the highest-le^ 
persona that is available from that Arcana group and receive a memento that you can carry 
on through to the next play-through. That memento will allow you to create that persona 
without having to max the S. Link again. 

As mentioned in the Combat Basics section, S. Links for your playable characters have 
additional passive effects as you level them up, on top of the persona experience boost. 
Therefore, if you want to have stronger allies, you will definitely want to increase their S. Links 
for the extra effects that they offer in a fight. When you get a playable character’s S. Link up 
to Rank 10, their current persona also evolves into a superior form. This new persona will 
have better resistances and (except for Yukiko and Teddie) will not have a weakness. 


In order to help get you started on establishing your S. Links, here’s a quick rundown of 
when you can establish the S. Links. Some S. Links, especially the Hanged Man, require 
several days to pass from that point before it can be established. 




Automatically on April 17th 
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Fool 
Magician 


Priestess 

Automatically on May 17th. 

177 

Empress 

Knowledge at Rank 3 

178 

Emperor 

June 9th. 

179 

Hierophant 

May 6th. 

180 

Lovers 

Automatically on June 23rd. 

181 

Chariot 

Automatically on April 18th. 

182 

Justice 

Automatically on May 3rd. 

183 

Hermit 

Automatically on May 5th. 

184 

Fortune 

October 21st (Knowledge and Courage at Rsnk 5). then 22nd to intiate. 

185 

Strength 

April 19th 

186 

Hanged Man 

After June 9th (Understanding at Rank 3). 

188 

Death 

Devil S. Link at Rank 4 

189 

Temperance 

Work the day-care job two times from April 23rd. 

190 


PERSONA 4 OFFICIAL GUIDE 173 


I 





























Work the hospital janitor job two times after May 25th (Diligence KanK oj. » 

Work the tutor job after May 25th (Understanding Rank 5). , w _ v 1 ^ 

Automatically on June 24th. 1 


Devil 

Tower 

Star 

Moon 

Sun 

Judegement 




Strength S. Link at Rank 4, Courage at Rank 3. 

April 25th ' 
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Automatically on December 3rd as part of the Normal Ending. 






It’s worth noting that the majority of S. Links 
do not follow a fixed schedule like they did in 
Persona 3, especially the playable characters 
and Dojima. Aside from the Fool, Star, and 
Judgement S. Links, which improve as the 
plot progresses, only the Temperance, Devil, 
and Tower S. Links have a regular schedule. 

Even then, the Temperance S. Link isn’t 
available when it’s raining on a scheduled day. 

Factors such as whether a rescue mission is 
in progress, the weather, school holidays, and 
exams can affect when a character is available to hang out with. Sometimes a classmate 
might be available on a day they normally aren’t. It’s for this reason you should check the 
monthly planners in the walkthrough section to find out when you're able to hang out with 
that character to increase your S. Link with them. 


HOWS. LINKS ARE IMPROVED 

Most S Links are improved by spending time talking to people. Your responses dictate how 
fast your relationship improves. These Rank up events can only be initiated when you agree 
to hang out with the character. Special situations, conversations, or actions outside those 
events do not trigger a Rank up event, but they will count toward a hidden point total shown 
in-game by yellow musical notes above a character’s head. Once enough points accrue, 
then the next time you formally hang out with them you will increase the S. Link’s Rank. 


Besides those, the S. Links for Empress and Hermit involve completing tasks. The Empress 
S Link requires you to create a persona according to Margaret’s specifications. When 
you’ve made that persona, leave the Velvet Room, then return for the Rank up event. Unlike 
other S. Links, increasing the Empress S. Link consumes no time. 

The Hermit S. Link requires you to complete certain quests as mentioned in the Quest 
section on pages 198-211. In this case, accepting a quest doesn’t consume time, but the 
Rank up event after completing the quest, and informing the Fox. will. Once you ve maxed 
the Hermit S. Link, you will be allowed to pray at Tatsuhime Shrine for any character. Praying 
at the Shrine allows points to accrue toward any other character you have an S. Link with. 
This action consumes time, but it’s a good alternative when you want points to accrue on an 
S. Link that is not available during that day. 
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The following pages will focus on all of the S. 

Link events in the game, with no spoilers. The 
best choices are highlighted in blue. Warnings 
and restrictions are in red and any additional 
stat boosts you might gain are in green. Keep in 
mind that the decisions in the Rank up events 
correspond to the event that improves your Rank 
to that point. For example, if an S. Link is currently at Rank 2 and you choose to hang out* 
with a character, you’ll be making conversation choices that correspond to the Rank 3 event, 
because that’s what the S. Link will be after the Rank up event is over. Some characters 
might also phone you while you’re in your room. Some of these events are scripted to 
happen automatically during the game, while others need to meet a requirement. These 
“call events,” if they’re applicable to that S. Link, are mentioned below the Rank up events. 
Some of these call events are unique and have special scenes where multiple S. Links can 
be increased simultaneously, along with some other rewards. Other call events can also be 
regular hanging out events where it’s possible there will be a Rank up event. 


As explained in the Basics section, it is possible for an S. Link to become Reversed or 
Broken. In the following pages we'll warn you when a possible response could cause this 
condition. If you manage to be in a Reversed or Broken relationship, we’ll reveal which 
response you need to give in order to fix it. 





Scheduling Information 


Social Link Member 

Days Available 
Meeting Places 


Reward at Maximum 


Yosuke Hanamura, Chie Satonaka, Yukiko Amagi, Kanji 
Tatsumi, Rise Kujikawa, Teddie, Naoto Shirogane. 

None 

School Days: - 

Days Off - 

April 17th, as part of the story. 

Able to create Loki in the Velvet Room 





Rank Up Events 



Rank Requires 

Best Choices 

Bonus 

1 j _ - 

(None) Automatically ranks up on April 16th. 

- 

Ihhhhhhhhi 

(None) Automatically ranks up on April 30th. 

- 

3 

4 

(None) Automatically ranks up on May 18th. 

(None) Automatically ranks up on June 6th. 

. - 

5 

(None) Automatically ranks up on July 10th 

- 


(None) Automatically ranks up on July 10th. 


7 

(None) Automatically ranks up on July 27th 


9 

(None) Automatically ranks up on October 6th. 

(None) Automatically ranks up on November 6th. 

■ - 


Avoid Bad Ending 


(None) Automatically ranks up on December 3rd. 
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Social Link Member 

Days Available 


Meeting Places 


Scheduling Information 


Establishing 
Reward at Maximum 


Social Link Member 

Days Available 


Meeting Places 


Establishing 
Reward at Maximum 


Yosuke Hanamura. 

Sunday, Monday, Thursday, and Saturday. (Except when 
raining. Irregular during April/May and saving a victim.) 

School Days: Classroom Building, 2F in front of main 
staircase. 

Days Off Junes Department Store, Lobby. 

April 16th. as part of the story. 

Receive item to create Mada in the Velvet Room. Jiraiya evolves to 
Susano-O. __ . .... 


Yukiko Amagi. 

Sunday through Thursday (Except when raining 
Irregular on Sundays and saving a victim.) 

School Days: Classroom Building. IF in front of main 
staircase. 

Days Off- South Shopping Distnct, in front of bookstore. 

May 17th, as part of the story. 

Receive item to create Scathach in the Velvet Room. Konohana Sakuya 
evolves to Ameterasu. 





Rank Up Events 



: : 

Rank Requires 

Best Choices 

Bonus 


Rank Up Events 
Rank Requires 


Best Choices 


(None) Automatically ranks up on April 16th. 

Decision 1: Pick "1st Choice." 

Decision 1 Pick "3rd Choice" 

Decision 2: (Doesn't matter). 

Decision 1: Pick "3rd Choice." 

Decision 2: Pick “1 st Choice." 

Decision 1: Pick "1st Choice." 

Decision 2 Pick “3rd Choice." 

Decision 1 : Pick "1st or 3rd Choice." 

Decision 2: Pick “2nd Choice." 

Decision 1: (Doesn't matter.) 

Decision 2 (Doesn’t matter All choices yield a 
large boost) 

Decision 1: (Doesn't matter.) 

Decision 2: (Doesn't matter.) 

"Decision 3 (Doesn’t matter.) 

Decision 1: Pick "1st Choice " 

9 Decision 2: Pick “1st Choice." ^ _ J 

10 - (Doesn’t matter.) 

•Decision 3 in the Rank 8 event will only appear if you picked the 1st Choice of Decision 2 in the Rank/7event 


5,500 yen 


(None) Automatically ranks up on May 17th. 

Decision 1: (Doesn’t matter, both choices give the 
same boost) 

Decision 2: Pick "1st Choice." 

Decision 1: Pick "1st Choice " 

Decision 2: Pick “1st Choice." 

Decision 3: Pick “1st Choice" (Rank 4 Courage), 
otherwise “2nd C hoice." 

Decision 1: Pick “1st Choice" (Rank 4 Courage), 
otherwise “2nd or 3rd Choice." 

Decision 2: Pick "1st Choice." 

Decision 3: Pick “2nd Choice." 

Decision 1: Pick "1st Choice." 

Decision 2: (Doesn’t matter) 

Decision 3: (Doesn’t matter.) 

Decision 1: Pick “2nd Choice." 

Decision 2: Pick "2nd Choice " 

Decision 3: Pick "3rd Choice." 

Decision 1. (Doesn’t matter.) 

Decision 2: Pick “2nd Choice.” 

Decision 1: (Doesn’t matter.) 

Decision 2: Pick “2nd Choice.” 

Decision 1: Pick “3rd Choice.” 

Decision 2: (Doesn't matter however the “3rd 


Normal Friendship 

Serious Relationship 


Choice" leads to a Serious Relationship^ 

(Doesn't matter.) 


(Doesn’t matter.) 


Ce§ Phone-Arranged Events 
Date Requires 


Best Choices 


L CeM Phone-Arranged Events 



■ Date Requires 

Best Choices 

Bonus 


5/4 

11/23 


Accept Nov 22nd call 


(Doesn't matter) Magician, Justice, and Strength S. 
Links are boosted 

(Doesn't matter.) Magician, and Strength S. Links 
are boosted. 
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Normal spending time event. Rank up events are 
possible except for Rank 10 events 

Normal spending time event Rank up events are 
possible except for Rank 10 events. 
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Scheduling Information 


Social Link Member 

Days Available 

Meeting Places 

Establishing 
Reward at Maximum 


Margaret j 

Any day (except when the After School or Daytime 
period is unavailable}. . : 

School Days: Velvet Room. 

Days Off: Velvet Room. 

Requires Knowledge at Rank 3 when talking to Margaret. 

Receive item to create Isis in the Velvet Room._ 


1 Rank 3 Knowledge 

2 Ippon Datara with Sukukaja 

3 Matador with Mahama 

4 Gdon with Rampage 

5 Neko Shogun with Bufula 


Black Frost with Auto- 


Sukukaja 


7 Vatagarasu with Megido 


8 Yatsufusa with Mediarama 


9 Ganesha with Tetrakam 


10 Trumpeter with Mind Charge 


(None) Automatically ranks up when established 

Normal Spread: Sylph + Angel. 

Normal Spread: Lv 19Anzu + Berith 

Normal Spread: Lv 23 Legion + Ares. 

After July 10th 

Step 1) Normal Spread: King Frost + Hua Po = Kusi 
Mitama with Bufula 

Step 2) Cross Spread: Kusi Mitama + Ara Mitama + 
Saki Mitama Nigi Mitama. 

Step 1) Normal Spread: Lv 20Anzu + Apsaras = 

Jack Frost with Auto-Sukukaja. 

Step 2) Pentagon Spread: Jack Frost + Pyro Jack + 
King Frost.+ Pixie + Ghoul. 

Step 1) Triangle Spread: Slime + Apsaras + 
Sandman' = Tao Tie. 

Step 2) Normal Spread: Tao Tie + Incubus = 

Setanta with Megido. 

Step 3) Normal Spread: Setanta + Mithra 

Pentagon Spread: Lv 47 Thoth + Orthrus + Makami 
+ Narasimha *. Mothman. 

Step 1 ) Triangle Spread: Obariyon + Legion + Ose 
= Decarabia. 

Step 2) Triangle Spread: Samael + Parvati + 
Hanuman* = Cu Chulainn. 

Step 3) Normal Spread Decarabia + Cu Chu[ajnn. i 

Hexagon Spread: Lv 38 Tao Tie + White Rider + 
Daisoujou + Matador + Pabilsag + Taown. 


•Sandman and Hanuman must have higher levels than the other two personas in the tnangle spreads they are part of. 



Scheduling Information 


Social Link Member 

Days Available 


Establishing 

Reward at Maximum 


Kanji Tatsumi 


Kanji Tatsumi. 

Irregular days (except when raining, or on certain days 
when saving a victim). 

School Days. Practice Building. IF outside the Sewing 
Room. 

Days Off: South Shopping District, in front of Tatsumi 
Textiles. 

From June 9th onward, talk to the girl in the 2F hallway of the Classroom 
Building near the main staircase (Tuesday, Thursday, and Saturday when 
it isn't raining), then talk to Kanji. 

Receive item to create Odin in the Velvet Room. Take-MIkazuchi evolves 
to Rokuten Maoh. 


Rank Up Events 

Rank Requires Best Choices Bonus 


Decision 1 of the Rank 7 Event becomes available after November 3rd. 


Decision 1: (Doesn't matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: (Doesn't matter ) 

Decision 1: Pick ‘2nd Choice." 

Decision 1: (Doesn't matter.) 

Decision 2: (Doesn't matter.) 

Decision 3: (Doesn't matter ) 

Decision 1 : Pick “1st Choice." 

Decision 2: Pick ‘2nd Choice." 

Decision 3: Pick “3rd Choice." 

Decision 1: (Doesn’t matter) 
iDecision 2 : Pick “1st Choice." 

Decision 1: (Doesn’t matter.) 

‘Decision 1 Pick “3rd Choice " 

Decision 2: (Doesn’t matter.) 

Decision 1 : Pick "2nd Choice" (Rank 4 Courage) or 
“3rd Choice." (Rank 4 Knowledge), otherwise “1st 
Choice." (No increase) 

Decision 2: (Doesn’t matter.) 

Decision 3: Pick “1st Choice" (Rank 4 Expression), 
otherwise “3rd Choice." 

Decision 1: Pick “3rd Choice." 

Decision 2: Pick “1st Choice." 

(Doesn’t matter.) 


‘1 


-4. 
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Scheduling Information 


Rank Up Events 

Rank Requires Best Choices 


Decision 1: (Doesn’t matter.) 

1 _ (Doesn't matter, however the '‘3rd Choice” requires 

Courage Rank 33 

Decision 1: Pick “3rd Choice* 

2 Expression Rank 2 Decision 2: Pick “3rd Choice." 


Decision 3: Pick “1st Choice." 



Decision 1: (Doesn’t matter.) 


3 

~ 

Decision 2: Pick “2nd or 3rd Choice." 




Decision 1: Pick “2nd or 4th Choice." 


4 

* 

Decision 2: Pick “2nd Choice." 




Decision 1: Pic* “2nd Choice." 


5 

Expression Rank 3 

Decision 2: Pick “1st or 3rd Choice." 




Decision 1: Pick "2nd Choice." 


6 

Expression Rank 4 

Decision 2: (Doesn’t matter) 


7 

. 

Decision 1: Pick "2nd Choice." 

j 



Decision 1: Pick “3rd Choice." 


8 


Decision 2: ‘3rd Choice" (Rank 5 Courage), 

- 



otherwise "1st or 2nd Choice." 




Decision 1; Pick “2nd Choice." 


9 

■ 

Decision 2: Pick “1st Choice." 


10 


(Doesn’t matter.) 

- 


Bonus 




Social Link Member 

Days Available 

Meeting Places 


Establishing 
Reward at Maximum 


Rank Up Events 
Rank Requires 


Rise Kujikawa. 

Usually Sunday, Friday, and Saturday (Except when 
raining. Irregular when rescuing a victim.) 

School Days; Classroom Building, 1st Floor hallway. 

Days Off: South Shopping District, in front of Marukyu 
Tofu 

July 23rd, as part of the story. 

Receive item to create Ishtar in the Velvet Room. Himiko evolves to 
Kanzeon. 


Best Choices 


(None) Automatically ranks up on July 23rd. I 

Decision 1: Pick “3rd Choice.* 

Decision 1 ; Pick "3rd Choice." 

Decision 1; Pick “3rd Choice." 

Decision 2: Pick "1st Choice." 

Decision 3: Pick “1st Choice.’ 

Decision 1: Pick "1st Choice." 

Decision 2: Pick ‘‘3rd Choice." 

Decision 1; (Doesn’t matter.) 

Decision 2: (Doesn’t matter) 

Decision 3: Pick “1st Choice." 

Decision 4. Pick “2nd Choice.’ 

Decision 1: (Doesn't matter.) 

Decision 2: Pick “1st or 3rd Choice." 

Decision 3: Pick “3rd Choice" (Rank 5 Courage), 
otherwise "1st or 2nd Choice." 

Decision 1; (Doesn’t matter.) 

Decision 2: (Doesn’t matter), however the “1st 
Choice.” leads to a Serious Relationship. 
Decision 1: Pick "3rd Choice." 

(Doesn't matter.) 
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Best Choices 


CeU Phone-Arranged Events 
Date Requires 


BOB 


10/23 


Normal spending time event. Rank up events are 
possible except for Rank 10 event. 

Normal spending time event. Rank up events are 
possible except for Rank 10 events. 


Ryotaro Dojima. 

Irregular nights (not available when saving a vjctim). ^ 

School Days; Dojima Residence, Kitchen Table. 

Days Off: Dojima Residence, Kitchen Table 

From June 9th onward, talk to the girl in the 2F hallway 
of the Classroom Building near the main staircase 
(Tuesday, Thursday, and Saturday when it isn’t raining), 
then talk to Kanji. 

Receive it em to create Kohryu in the Velvet Room. 


Reward at Maximum 


Social Link Member 
Days Available 
Meeting Places 


Establishing 





















Scheduling Information 


Best Choices 


Bonus 


Nanako Dojima 


Scheduling Information 


Rank Up Events 
Rank Requires 


Rank Up Events 
Rank Requires 


Best Choices 


Decision 1: (Doesn't matter.) 

Decision 1: Pick “2nd Choice." 

Decision 2: Pick “1st Choice." 

•Decision 3: Pick “3rd Choice.” 

Decision 1: Pick “1st or 2nd Choice." 

Decision 2: Pick “3rd Choice" (Courage Rank 3). 
otherwise “1st Choice." 

Decision 1: Pick “2nd Choice." 

Decision 2: Pick “2nd Choice.* 

Decision 3: Pick “3rd Choice.” 

Decision 4: Pick “3rd Choice.” 

Decision 1: Pick “2nd Choice.” 

Decision 2: Pick “1st Choice." 

Decision 3: Pick “3rd Choice" (Courage Rank 3), 
otherwise “1st Choice." 

Decision 1 . Pick “2nd Choice." 

Decision 2: Pick “3rd Choice." 

Decision 1: Pick “1st Choice." 

7 _ Decision 2: (Doesn't matter.) 

Decision 3: Pick “2nd Choice." 

Decision 4: (Doesn’t matter.) 

Decision 1 : Pick “2nd Choice," 

® - Decision 2: (Doesn’t matter. Both choices give a 

large S. Link boost) 

: Decision 1: Pick “2nd Choice." 

g . Decision 2: (Deosn’t matter. Both choices give a 

moderate S. Link boost.) 

Decision 3: Pick “3rd Choice." 

10 * (Doesn't matter.) 

•Decision 3 of the Rank 2 evenl only appears if you picked the '2nd Choice" of Decision 2 in the Rank 2 event dunng the 
second cycle. 


Expression Rank 3 


Expression Rank 5 
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Chie Satonaka 


Bonus 




77771 


Chie Satonaka. 

Irregular days. (Except when raining. Occasionally 
unavailable when rescuing a victim.) 

School Days: Roof of the school. 

Days Oft South Shopping District, in front of Daidara’s. 


April 18th, as part of the story. 


Receive item to create Futsunushi in the Veivet Room. Tomoe evolves to 
Suzuka Gongen. 


Social Link Member 
Days Available 
Meeting Places 


Establishing 
Reward at Maximum 


Nanako Dojima 

Irregular Nights. 

School Days: Dojima Residence, Living Room. 

Days Oft Dojima Residence, Living Room. 

May 3rd, as part of the story. 

Receive item to create Sraosha in the Velvet Room. 


Social Link Member 

Days Available 


Establishing 
Reward at Maximum 


(None) Automatically ranks up on April 18th 
Decision 1: Pick "1st Choice." 

Decision 2: Pick “1st Choice." 

“Decision 1 Pick “1st Choice" (Understanding - ) or 
“2nd Choice" (Courage - ). 

Decision 2: Pick “1st Choice" (Courage Rank 3). 
otherwise "2nd Choice.” 

Decision 1: Pick “3rd Choice’ (Courage Rank 3), 
otherwise “2nd Choice." 

Decision 2: Pick “3rd Choice" (Courage Rank 3). 
otherwise “1st Choice." 

Decision 1 : Pick “3rd Choice." 

Decision 2: Pick “1st Choice." 

Decision 1: Pick “1st Choice." 

Decision 2. Pick "1st Choice." 

Decision 1: (Doesn't matter.) 

Decision 2: Pick “1st Choice." 

Decision 1: Pick “2nd or 3rd Choice." 

Decision 1 (Doesn’t matter.) 

Decision 2. Pick “2nd Choice." 

Decision 3: (Doesn’t matter, however “1st choice" 
leads to a Serious Relationship.) 

(Doesn't matter.) 


•Decision 1 of the Rank 3 Event only appears if the event occurs after November 3rd 


5m 

me 

10/23 


Normal spending time event. Rank up events are 
possible. 

Normal spending time event. Rank up events are 
possible except for Rank 10 events. 

Normal spending time event. Rank up events are 
possible except for Rank 10 events. 


























in the Velvet Room. 


Receive item to create 


ScheduSng I n for ma tion 


Social Link Member 

Days Available 


Kitsune 




Meeting Places 


Establishing 


Any day (except when After School or Daytime period 
is unavailable) 

Schoof Days: Shopping District, Shrine. 

Days Off: Shopping District. Shnne. 

May 5th, as part of the story. 


Rank Up Events 

Rank 

Requires 

Best Choices Bonus 



(None) Automatically Ranks Up on April 18th. Quest 



#6 available. (P.200) 

2 

Quest # 6 Cleared 

Quest #13 available (P.202). 

3 

Quest# 13 Cleared 

Quest #20 available (P204). 

4 

Quest # 20 Cleared 

Quest #26 available (P205). 

5 

Quest it 26 Cleared 

Quest #30 available (P.206). 

6 

Quest # 30 Cleared 

Quest #36 available (P208). 

7 

Quest # 36 Cleared 

Quest #41 available (P209). 

a 

Quest #41 Cleared 

Quest #42 available (P209). 

9 

Quest # 42 Cleared- 

Quest #48 available (P211) 

10 

Quest # 48 Cleared, 
Expression Rank 5 

- 

•Note You must revisit the shnne again after reporting the quest results. 


Naoto Shirogane 


Social Link Member 

Days Available 


Meeting Places 
Establishing 


I Reward at Maximum 


Rank Up Events 
Rank Requires 


Naoto Shirogane. 

Irregular days. (Except when raining Occasionally 
unavailble when rescuing a victim.) 

School Days: Classroom Building, 1st floor hallway. 

Days Off Samegawa Floodplain 

Talk to the man in black at the North Shopping District 
when your Courage and Knowledge are at Rank 5 on October 21st or 
later to receive a card. Then talk to Naoto on October 22nd or later and 
hand over that card. 

Receive item to create Norn in the Velvet Room/Sukuna Hikona'evolves 
to Vamato Takeru. 


Rank 5 Knowledge and 
Courage 


Best Choices 


Decision 1: (Don^natte^^H 
Decision 2: (Don't matter.) 

Decision 1: Pick ‘3rd Choice.’ 

Decision 2: (Don’t matter.) 

Decision 3: Pick ‘1st or 3rd Choice." 

Decision 1 Pick 1st Choice ' 

Decision 2. (Don’t matter.) 

Decision 1: Pick “3rd Choree.” 

Decision 2: (Don’t Matter.) 

Decision 3: Pick “2nd Choice." 

‘Decision 1 Pick *2nd Choice.* 

Decision 2: Pick ‘2nd Choice " 

Decision 3: Pick “2nd Choice.' 

Decision 4; Pick “2nd Choice." Warning Picking the ‘3rd 
Choice causes the S LmK to become Reversed 

Decision 1 Pick "1st or 3rd Choice." 

Decision 2: Pick “3rd Choice." 

Decision 3: Pick “2nd Choice." 

Decision 1: Pick “3rd Choice." 

Decision 2: Pick “3rd Choice." 

Decision 1: Pick ‘3rd Choice." 

Decision 2. (Doesn't matter ) 

3 (Doesn't matter, however the “1st Choice' 


9 Decision 1. Pick “2nd Choice ‘ 

Decision 2: Pick ‘3rd Choice " 

10 Normal Fnendship (Doesn’t matter) 

Decision 1: (Doesn’t matter.) 

10 Senous Re,at,ons h'P Decision 2: (Doesn’t matter, however the ‘2nd Choice ‘ wiH 

: - . ~ - . . ; ; t .. _ . cause Naoto to be in different attire for Christmas ) j _ 

‘Decision 1 of the Rank 5 event only appears after November 3rd 

ssssss 3,a choi “ De ^" 3 -- 


Reverse Conversation Event 
Triggered 


Best Choices 


Kesponse from Rank 5 event 


Decision 1 Pick “1st Choice" to repair S Link (Expression Rank 5 required) 


184 PERSONA 4 


PERSONA 4 OFFICIAL GUIDE 185 



















Basketball Team 


Social Link Member 

Days Available 
Meeting Places 


Establishing 


Reward at Maximum 


Kou Ichijio, Daisuke Nagase. 

Tuesday. Thursday, and Saturday (except when raining) 1 

School Days: Classroom Building, outside Classroom 2-1. 

| Days Off: - _ ____ | 

From April 19th onward, go to the Faculty Office and ask 
about joining a club, then go to the gym via the 
Emergency Exit on the 1st floor. 

Receive item to create Zaou-Gongen in the Velvet Roorr 


Soccer Team Rank Up Events 
Rank Requires 


Soccer Team 


Best Choices 


y 3MT n 


Basketball Team Rank Up Events 
Rank Requires Best Choices 


Bonus / 


Decision 1: (Doesn’t matter) 

Decision 2: (Doesn’t matter.) 

Decision 3. (Doesn t matter.) 

Decision 1: Pick “1st or 2nd Choice/ 

Decision 2: Pick “1st Choice/ 

Decision 3. (Doesn't matter. Both choices give a small S. Link boost.) 

Decision 1: Pick “2nd Choice " , 

Decision 2: Pick “2nd or 3rd Choice/ 

Decision 3: Pick “2nd Choice/ ...... .1 

Decision 1: (Doesn’t matter. Both choices give a small S. Link boost.) 
Decision 2: Pick “1st or 2nd Choice/ 

Decision 1: Pick "2nd or 3rd Choice/ 

Decision 2: Pick “2nd or 3rd Choice/ . ^ « . .. 

Decision 1: (Doesn’t matter.) 

Decision 2: Pick "1st Choice/ 

Decision 3: (Doesn't matter All choices give a small S. Link boost,) 

Decision 1 (Doesn’t matter) 

Decision 2: (Doesn’t matter.) 

Decision 3. (Doesn't matter ) 

Decision 1: Pick “2nd Choice/ 

Decision 2. (Doesn't matter. Both choices give a large S. Link boost.) 


Diligence + I 


Dtligeno 


CeM Phone-Arranged Events 
Date Requires 


Decision 1: (Doesn't matter.) 

Decision 2: (Doesn't matter.) 

Decision 1 : (Doesn’t matter.) 

Decision 2: Pick "1st Choice/ 

(None) 

Decision 1; Pick "1st Choice/ 

Decision 1: Pick "2nd Choice." 

Decision 1 Pick “2nd Choice” (Understanding 
Rank 4), otherwise ‘1st Choice/ 

Decision 1: (Doesn’t matter.) 

Decision 2: Pick "1st Choice," however 2nd 
Choice" gives a small boost to Expression, 

Decision 3: Pick "1st Choice.” 

Decision 4: Pick “1st Choice." 

Decision 5. (Doesn't matter.) 

Decision 1: Pick “1st Choice/ 

Decision 2: (Doesn't matter.) 

Decision 3: Pick “1st Choice/ 

Decision 1: Pit* “1st or 3rd Choice ” 

(Doesn't matter.) 


Best Choices 


7/17 


8/10 


(None) 

Saved Kanji* 

Accept July 15th call 

(None)* 



Dedsion 1: Pick “3rd Choice." 



9 

Decision 2: Pick "3rd Choice " 


Diligence 


Decision 3: (Doesn’t matter) 



10 

(Doesn't matter) 


‘ Diligence ■ 
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(None) Strength S. Link increases 
Pick ‘1st Choice’ ( C- Witch Ok-:g . ). 

Chariot and Strength S. Links increase. 

Pick “2nrj Choice” ( .vm^urrSerSook)^™ 

Priestess, Chariot, and Strength S. Links increase 
Pick “1st Choice’ (Got The O-Chfi Way book). 

Justice and Strength S. Links increase. 

* Note If you are on the Basketball Team, then the May 29th and August 10th call events won’t occur if your S Link is at 
Ranks 5 or 6 
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Naoki Konishi. ^ P ^ 

Monday to Thursday (except on days of no school, and jr 
when raining Irregularly available on Fridays) 

School Days: Shopping District, Konishi Liquor Store. ^ (j £))), 

Days Off - ... . rTmtr _ J L<^\J 

From June 9th onward he can be found in front of 
Classroom 1-1. When your Understanding is at least Rank 3 and you ask 
to talk to him, respond with ’That’s right.” Spend time talking on another 
day. then on the third day hand back the handkerchief. 

Receive item to create Attis in the Velvet Room. _ _ 


| Soccer Team Rank Up Events 
Rank Requires 


Best Choices 


Bonus 



1 

2 

3 

4 

5 

6 
7 

a 

9 

10 


Cell Phon o Arr a n ge d Events 


Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter) 

Decision 1 : Pick "2nd Choice.' 

Decision 2: Pick "2nd or 4th Choice." 

Decision 1: Pick “2nd Choice.” 

Decision 2: Pick “1st or 3rd Choice " 

Decision 1 : Pick "1st Choice’ (Courage Rank 4) 
or "2nd Choice.” (Expression Rank 4). otherwise 
“3rd Choice." 

Decision 2: Pick "1st Choice.” 

Decision 1: Pick "1st Choice." 


Decision 2: (Doesn’t matter.) 

Decision 1: (Doesn't matter.) 

Decision 2: Pick "2nd Choice." 

Decision 1: Pick “1st Choice." 

Decision 2: Pick "2nd Choice" 

Decision 1: (Doesn’t matter.) 

Decision 2: Pick "2nd Choice." 

Decision 1: Pick “2nd Choice." 

Decision 2: (Doesn't matter.) 

Decision 3: Pick “3rd Choice" (Understanding Rank 
5). otherwise “2nd Choice." 



Date Requires 


Best Choices 


8/5 Captured Mitsuo 


(None). Hanged Man S. Link increases. If in the 
Music Club, then the Sun S. Link also increases, 
otherwise the Emperor S. Link will n 




otherwise the Emperor S. Link will increase. 
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Social Link Member 

Days Available 

Meeting Places 
Establishing 
Reward at Maximum 


Rank Up Events 
Rank Requires 


Sundays or holidays dunng the school semester (except 
when raining). 

School Days: - 

Days Off: Hamegawa Floodplain’s edge. 

Devil S. Link at Rank 4. then on a non-rainy day off from 
school, spend some time with the old widow. 

Receive item to create Mahakala in the Velvet Room. 


Best Choices 


1 


(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

2 

- 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

3 

- 

(Doesn't matter. Guaranteed Rank up when you 
spend time with her.) 

- 

4 

- 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

5 

- 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

6 

- 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

7 

Talk to Daidara 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 


8 

Talk to Daidara 

(Doesn’t matter. Guaranteed Rank up when you 
spend time with her.) 

- 

9 


(Doesn't matter. Guaranteed Rank up when you 
spend time with her.) 

- 

io 

- 

(Doesn t matter. Guaranteed Rank up when you 
spend time with her.) 

> 
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Rank Up Events 

Rank Requires Best Choices 


Young Mother 


Scheduling Information 


Decision 1: (Doesn't matter.) l(I . ,, .. . i: .. . . 

Decision 2: (Doesn’t matter.) . 

Decision 1: Pick “2nd or 3rd Choice." 

Decision 2: (Doesn't matter.) 

Decision 1: Pick “1st or 2nd Choice." , 

Decision 2: (Doesn't matter.) 

Decision 1: (Doesn't matter.) 

Decision 2: Pick “1st Choice." . 

Decision 3: Pick "3rd Choice." 

Decision 4: (Doesn't matter.) 

Decision 1: (Doesn't matter.) Understand.) ,c; * 

Decision 2: (Doesn't matter.) ... 

Decision 1: (Doesn't matter.) * 

Decision 2. (Doesn’t matter.) 

Decision 3: (Doesn't matter.) 

Decision 4: Pick "1st Choice." 

Decision 1: (Doesn't matter.) 

Decision 2: (Doesn't matter.) t inriorstnrv.iind * 

Decision 3: Pick “3rd Choice." 

Decision 4: Pick “2nd Choice." , . mm ^ gy 

Decision 1 : (Doesn’t matter.) 

Decision 2: (Doesn't matter.) 

Decision 1: (Doesn’t matter. Both choices 
give a large S. Link boost.) 

Decision 2: (Doesn't matter.) 

Decision 3: (Doesn't matter Both choices 
give a large S.Link boost.) 

Decision 4: (Doesn’t matter. Both choices 


Eri Minami. 

Monday. Friday, and Saturday (except when raining). 

School Days. Shopping District. Bus Stop. 

Days Off Shopping District, Bus Stop 

From April 23rd onward, go to the Assistant Daycare 
Caretaker job a second time. 

Receive item to create Vishnu in the Velvet Room. 


Social Link Member 

Days Available 

Meeting Places 


Establishing 
Reward at Maximum 


10 


give a large S.Link boost.) 

(Doesn't matter.) 
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Schedukng Information 


Sayoko Uehara 

Wednesday. Thursday, Friday (evenings only) 

School Days: Dojima Residence, Front Door. 

Days Off: Dojima Residence, Front Door 

From May 25th onward, go to the Hospital Janitor job for 

the second time (Diligence Rank 3 required). 

Receive item to create Beelzebub in the Velvet Room. 


Social Link Member 
Days Available 
Meeting Places 

Establishing 

Reward at Maximum 


Rank Up Events 




Rank Requires 

Best Choices 

Bonus 



7 

8 


10 


Decision 1 (Doesn't matter.) 

Decision 1: Pick "1st or 2nd Choice." 
Decision 1: Pick "1st Choice." 

Decision 2: Pick “1st or 3rd Choice.") 
Decision 3: Pick “3rd Choi ce.” 

Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: (Doesn't matter. Both choices 
give a small S.Link boost) 

Decision 4: (Doesn't matter.) 

Decision 1: Pick “2nd Choice." 

Decision 2: (Doesn't matter.) 

Decision 3: Pick “1st Choice 
(Understanding Rank 5). otherwise "2nd 
Choice." 

Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: (Doesn't matter.) 

Decision 1: Pick “2nd Choice." 

(None) 

Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: (Doesn't matter.) 

Decision 4: (Doesn't matter.) 

(Doesn't matter.) 


Couragi i 

Courage * 

Courage ■* 


Courage h 

Courage ■* 

Courage + 

Courage ♦ 
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fMS gH 


a 'b 

11 \2 ' . 


ry /jf v 


Social Link Member 
Days Available 
Meeting Places 


Teddie. ' IUH 

None 1 WpH TX 

School Days: - *f* x 

Days Off: - 

June 24th, as part of the story 

Able to create Helel in the Velvet Room. Kintoki-Douji * 

evolves to Kamui 


Social Link Member 
Days Available 
Meeting Places 


Shu Nakajima. 

Tuesday, Thursday, and Saturday (evenings only) 

School Days: Dojima Residence, Front Door. 

Days Off Dojima Residence. Front Door 

From May 25th onward, take the part-time tutoring job 

(Understanding Rank 5 required). 

Receive item to create Beelzebub in the Velvet Room. 


Establishing 
Reward at Maximum 


Establishing 
Reward at Maximum 


Rank Up Events 
Rank Requires 


Best Choices 


Rank Up Events 
Rank Requires 


Best Choices 


Save Rise 


Expression & 
Knowledge ♦, 

10,000 yen 


Capture Mitsuo 


10,000 yen 


Decision 1 (Doesn't matter, however “3rd Choice ‘ 
requires Courage Rank 4.) 

Decision 2: Pick “3rd Choice." (Diligence +) 

Decision 1: (Doesn’t matter.) 

Decision 2: Pick “1st Choice" (Knowledge Rank 4), 
otherwise "2nd Choice." 

Decision 3: Pick “2nd Choice" (Diligence Rank 5), 
otherwise “1st Choice." 

Decision 1: Pick “3rd Choice." 

Decision 2: Pick “2nd Choice." 

Decision 1: Pick “1st Choice." 

Decision 2: Pick “3rd Choice" (Courage Rank 4, 

). otherwise "1st or 2nd Choice.” 

Decision 1: Pick "2nd Choice." 

Decision 2: Pick “3rd Choice." 

Decision 3: Pick “2nd^Choice" 

Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: Pick “3rd Choice." 

Decision 1 (Doesn't matter.) 

Decision 2. Pick “3rd Choice" (l : • ; 

Decision 1: Pick “3rd Choice.” 

Decision 2: (Doesn’t matter.) 

Decision 3: Pick “2nd Choice" (Expression Rank 5), 
otherwise “1st Choice." 


Ui rst in III 


Expression +, 

10.000 yen 

expression +, 

10,000 yen 

Expression +, 

10,000 yen 

Expression'*, 

10,000 yen 

Expression +, 

10,000 yen 

10,000 yen 


Defeat Kunino-Sagiri 

Avoid Bad Ending 


(None) Automatically ranks up on June 24th. 

(None) Automatically ranks up between June 25th 
and July 7th. 

(None) Automatically ranks up on July 26th. 

(None) Automatically ranks up between July 27th 
and August 12th.. 

(None) Automatically ranks up on September 8th. 

(None) Automatically ranks up on October 7th. 

(None) Automatically ranks up on October 11th 

(None) Automatically ranks up on October 30th. 

(None) Automatically ranks up between November 
6th and November 20th. 

(None) Automatically ranks up on December 5th 


‘ 




Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn't matter.) 
g Decision 3: (Doesn’t matter) 

"Decision 4 (Doesn't matter.) 

Decision 5: (Doesn’t matter.) 

Decision 6. (Doesn't matter) 

• 

10 - (Doesn’t matter.) 

10,000 yen 

* Decision 4 of the Rank 9 event only appears if you did not pick the 3rd choice of Decision 3 in the Rank 9 event 


A/ Ebihara 


rara 


Social Link Member 
Days Available 
Meeting Places 

Establishing 


Reward at Maximum 


Rank Up Events 
Rank Requires 


AS Ebihara. 

Wednesday. Thursday, and Friday. 

School Days: Classroom Building, near the shoe lockers. 

Days Off - | 

After getting the Strength S. Link to Rank 4 and Courage 
to Rank 3, talk to Al and ask her to hang out. During 
Lunchtime, cut class with her when she invites you. You will miss any 
Lectures, Conversations, or Pop Quizzes in the afternoon on that day 
_Receive item to create Sandalphon in the Velvet Room. 


Best Choices 




Decision 1. (Doesn’t matter.) ■ 
Decision 2: (Doesn’t matter) 
Decision 3: (Doesn’t matter) 

Decision 1: Pick -2nd Choice.’ 
Decision 2. Pick "2nd Choice.' 
Decision 3: (Doesn’t matter) 
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Yumi Ozawa 


(Drama) or Ayane Matsunaga (Music). 

Monday. Tuesday, and Thursday (except on days off). 

School Days: Classroom Building. 2nd floor main 
staircase. 

Days Off: - 

From April 25th onward, go to the Faculty Office and 
ask about joining a club, then go to the Practice Building 
Meeting Room for Drama Club, or the Music Room for M 


Decision 1: Pick “1st or 2nd Choice." 

Decision 2 Pick "2nd Choice ’ 

Decision 3: (Doesn't matter.) Warning. Picking the “3rd Choice* causes the S Link to 
become Reversed. 

Decision 1: (Doesn't matter Both choices give a small boost to the Strength S. Link.) 


Decision 1: (Doesn’t matter AH choices give a small S Link boost) 

Decision 2: Pick "2nd or 4th Choice." 

Decision 3 Pick "1st Choice." Warning Picking the "3rd Choice* causes the S Link to 
become Reversed .. . . 

Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn't matter) 

Decision 3 (Doesn't matter, however the * 1st Choice" leads to a Serious Relationship) 
‘Decision 4: (Doesn't matter, nowever the '1st Choice." toads to a Serious ftetefcmship > 

Df»ri<yon 1 Pick “1st Choice " 

Decision 2 (Doesn't matter All choices give a large S Link boost.) 


Receive item to create Asura jn the Velvet Room. 


7 Normal Friendship 


Decision 1. (Doesn’t matter.) 


Decision 1: Pick "1st Choice ." 
Serious Relationship Decision 2 Pick "1st Choice.’ 

Decision 3: Pick ‘1st Choice.' 

Normal Friendship Decision 1 : Pick ‘1 stor2nd C 

_ Decision 1: Pick "1st Choice.* 

Senous Relationship 2 Pick “1 st Choice “ 

Normal Friendship Decision 1: (Doesn l matter) 


Dedsion 2: (Doesn’t matter.), however the “3rd Choice.” requires 
Courage Rank 2 

Decision 1: (Doesn't matter.) 

“Decision 2: (Doesn’t matter.) 

Dedsion 3: Pick “1st Choice." 

Decision 1: (Doesn't matter ) 

Decision 2: (Doesn’t matter.) 

Dedsion 3: (Doesn’t matter.) 

Decision 1: Pick “2nd or 3rd Choice." 

Decision 2: Pick “1st or 3rd Choice." 

Decision 3: Pick “2nd Choice." 

Decision 1: (Doesn’t matter. All choices give a small S. Link boost 
Decision 2: (Doesn’t matter.) 

Decision 3: Pick “3rd Choice." 

Decision 4: Pick “1st Choice." 

Dedsion 1 . Pick “3rd Choice." 

Decision 2: (Doesn’t matter,) 

Decision 1: Pick “2nd Choice." 

Dedsion 1: Pick “1st or 2nd Choice," 

Decision 1: (Doesn't matter.) 

Dedsion 2: (Doesn’t matter.) 

Decision s Pick " 1st or 2nd . Choice.” 

Dedsion 1: (Doesn’t matter, however the “1st Choice” leads to a 
Serious Relationship.) 

•"Decision 2; (Doesn't matter however the “3rd Choice" requires 


Decision 1 : (Doesn't matter.) 

Dedsion 2; (Doesn’t matter. All choices give a smalt S. Link boost.) 
Dedsion 3: (Doesn't matter.) 


Serious Relationship 


Decision 1. (Doesn't matter, however the ‘1st Choice" leads to a Serious Relationship.) 


Normal Friendship 

Serious Relationship (Doesn't matter.} 


Decision 4 of the Rank 6 event only appears if you pick the 2nd Choice of Decision 3 in the Rank 8 event. 


1 Pick "1st Choice* to repair S. Link (Expression Rank 3 or higher required). 


Response from Rank 3 event 

Response from Rank 5 event 


Decision 1: Pick "1st Choice’ to repair S. Link. 

Dedsion 1: Pick “1st Choice" to repair S. Link (Expression Rank 5 required). 


8/3 Captured Mitsuo* (None) Moon S Link increases. 

8/8 Captured Mitsuo* (None) Magician and Moon S. Links increase 

8/21 S Link Rank 3* (Summer Festival Date. See P.124.) ^ 

9/25 Saved Naoto* (None) Priestess (if to a Senous Relationship) and Moon S. Links increase. 


'DrotsKin 2 of the Rank 2 event only appears if you picked the 2nd Choice of Decision 1 of the Rank 2 
Decision 2 of the Rank 10 event only appears if you picked the 1st Choice of Decision 1 of the Rank 


‘Note The Moon S. Link must not be Reversed or Broken to trigger these events 


(None) Strength and Sun S Links im 

(Summer Festival Date. See P.124.) 


Obtain Book 
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Ai Ebihara (Continued) 


Culture Club (Drama) 


Rank Up Events Continued 
Rank Requires l 


Rank Requires 




















■ 


Culture Club (Music) 


Music Club Events 


Rank Requires Best Choices 


Express! 


Schetkihng information 


Social Link Member 


Normal Friend¬ 
ship 

Serious 

Relationship 


Decision 1: (Doesn’t matter.) 

Decision 2: (Doesn’t matter.) 

Decision 3: Pick “1st Choice" ( ' ’ . ) 

Decision 1: Pick “2nd Choice” (Understanding Rank 3). 
otherwise “1st Choice”, or “3rd Choice* (C ’ )• 

Decision 2: Pick “1st Choice” (Moderate S. Link boost. 

Dirt < ■ ) or “2nd Choice* (Small S. Link Boost, 

) 

Decision 1: Pick “2nd Choice.” 

Decision 2: (Doesn’t matter.) 

Decision 3: Pick “1st Choice.” 

Decision 1: Pick “3rd Choice" (Courage Rank 3), otherwise “1st 
or 2nd Choice." 

Decision 2: Pick “3rd Choice" (Courage Rank 3)). otherwise 
"2nd Choice" (Ur^erstandino ■ ). 

*Ov: y or . Pick "2nd Choice" (Understanding Rank 3), 
otherwise “3rd Choice" ( gonce ). 

Decision 1: (Doesn't matter.) 

Decision 2: Pick “3rd Choice" (Understanding Rank 3), 
otherwise "1st Choice" (Small S. Link boost. Understanding +), 
or “2nd Choice" (No S. Link boost. Expression * ). 

(None) 

Decision 1: Pick “1st Choice" (Expression +). 

Decision 2: Pick “3rd Choice" (Courage Rank 3). otherwise “1st 
Choic e" (Expression *). 

Decision 1: (Doesn’t matter, however the “1st Choice" leads to 
a Serious Relationship.) 

(None) 

Decision 1 : Pick “3rd Choice" (Courage Rank 4), otherwise 
“2nd Choice." 

(None) 


Expression + 


Days Available 

Meeting Places 

Establishing 
Reward at Maximum 


Rank Up Events 
Rank Requires 


Yosuke Hanamura, Chie Satonaka, Yukiko Amag 
Kanji Tatsumi, Rise Kujikawa, Teddie. and 
Naoto Shirogane. 

None 

School Days: - 

Days Off: - 

December 3rd, as part of the Normal Ending route. 

Able to create Lucifer in the Velvet Room. 


Expression ^ 


10 

•All choices in Decision 3 of the Rank 4 event also give a boost to Expression 


Cet Phon e Arranged Events withAyane 


Avoid Bad Ending 


Date Requires 


Best Choices 


Defeat Ameno-sagiri 

Defeat Ameno-sagiri 


Best Choices 


(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
(None) Automatically ranks 
8th and December 24th 
(None) Automatically ranks 
8th and December 24th. 


up on December 3rd. 

up on December 4th. 

up on December 4th. 
up on December 5th. 
upon December 5th. 
up on December 6th. 
up on December 7th. 
up on December 7th. 
up between December 

up between December 
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Bring hinva Demon Statue that is dropped from the Magical Magus on the 6th and 7th floors of 
Yukiko s Castle to complete the quest. 


You can find many rare items as a result 
of completing these quests. When you take part in quests that involve getting an item from 
defeating an enemy in the TV World, be aware that those enemies will not start dropping 
the item until after you've accepted the quest. Once you’ve completed that quest, then the 
enemy will no longer drop the item and will return to dropping its usual material. 

The most important of all the quests are the ones that involve the Hermit S. Link. While 
receiving a quest from the fox at the shrine doesn’t take up time, reporting the result and 
ranking up the S. Link for it, will. As the Hermit S. Link grows from completing quests, the fox 
will start charging you less when you ask it to restore your SP. After all the quests involving 
the Hermit S. Link have been completed you can spend time at the shrine to increase any 
other S. Link by praying. 


Bring her an Angel Statue that is dropped from the Avenger Knight on the 6th and 7th floors of Yukiko’s 
Castle to complete the quest. 


QUESTS 

During the game many 
sidequests will be made available on 
certain days throughout the course of 
the game. Many of these quests involve 
helping NPCs. However you will not be 
given any notice about when or where to 
go to activate these quests in-game. This 
chapter compiles all the necessary infor¬ 
mation you need to find and complete 
these secret quests. 


Locator Cmi by the save port an Classroom 22 

Requirement. (None) 

Availability: May 2nd onward 

REWARD: Chest Key *3 
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[f 1 

f The Girl on the Rooftop 




Location: Guy in Classroom 22. by the teaches^ desk. 

Requirement: (None) _____ _ 

Availability: April 25th onward. 

REWARD: GahoM 


There is a girl on the roof of the school you need to talk to. She only appears there when it’s not 
raining. Ask her about her hobbies three times and then relay what you learned from her to the male 
student you initially talked to. You can only talk to the girl once per day. so it will take at least three days 
to accomplish this quest Note that the three days do not have to be consecutive. 


Acquire a Ritz Wire 


Locstiore Guy in the IF South Wiig HaAway. 

Requirement: (None) 

Availability May 2nd onward 

REWARD Otympic Tape 



Bring him a Ritz Wire that is dropped from Heat Balance on the 6th and 7th floors of the Yukiko’s 
Castle to complete the quest. 


Acquire Mori Ranmaru Shochu 


Location: Man on the FfrxsbaRk. 

Requirement: (None) 

Availability: May 1st onward. 

REWARD 40OOyen 


Talk to the man in front of the gazebo at the Samegawa Flood Plain and he'll request Mori Ranmaru 
Shochu. Go inside the TV as if you were preparing to visit the dungeon, and talk to Yosuke. This lets 
you revisit the Twisted Shopping District area where you battled the game’s first boss. Enter Konishi 
Liquors there and you can find the Mori Ranmaru by examining some liquor barrels. 


/ Wish for Love 



Location: Girt in the school lobby 

Requirement: Hermit S Link at Rank 1. 

Availability: Visit the Shrine after the requirement is met 

REWARD Hermit SLhk Rank Up 



This quest takes several steps to complete. First, talk to the girl by the shoe lockers. On another 
day. talk to the girl across from classroom 2-2 and select the first dialogue option when you're given 
the chance to advise her. Then on the next day talk to that same girl. Finally, return to the shrine to 
complete the quest. 
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Castled complete^he'quest" UU9hin9 ^ °" 6ttl and 7,h Vukikos 




Book Exchange 


r,v# 

locator* Guy in for* of Shopping Dfefcicfe Bookstore. 

Requirement (None) 

Availability: Availability May 23rd onward 

REWARDS The GenOeWfybook 



routinely found kfdungeon*cheste et6S ^ ^ ^ S “* ^ healing ,terns 



mTquelt 3,1 ° ld ^ dr ° PPed b/ Bnbed Fuzz atheist and 2nd floors of the Bathhouse to complete 



Yukiko's't^sHeto'TOrnplete the quesl^*^ T *"° 8 ^ ° n ** 3rd ' 4th ' a " d 5,h *»» - 


PERSONA 4 OFFICIAL GUIDE 201 





































Availability: June 5th onward. 

REWARD: 15000yen 


Bring him a piece of Coal dropped by the Selfish Basalt on the 7th and 8th floors of the Bathhouse to 
complete the quest. 


Requirement: Quest #7 cleared 
Availability: June 7th onward. 

REWARD: SndfSotJx2 


Location: Old man to front of the state. 

—— r . m 

Requirement: (None) 





Bring her a Reflecting Board that is dropped by the Crying Tables on the 9th and 10th floors of the 
Bathhouse to complete the quest. 



/ Wish / Didn t Crave Snacks 


Location; Sfcn Lady n South Shoppmg District 

Requirement: Hermit Rank 2 

Availability Visit the Shrine after the requirement is met. 

REWAR&HemvtRankUp 


METHOD: 



After accepting this quest, go to Shopping District South and talk to the Slim Lady. Afterward, talk to 
Chie when she’s available and select “Ask Chie" to receive Meat Gum x3. Finally, take the Meat Gum 
back to the Slim Lady, and return to the Shrine when you’re done. 



Requirement: Finish Quest #8. 


Availability: June 3rd onward. 


When it’s not raining, feed the cat on the riverbank one piece of fish You can get fish by either fishing, 
or buying some from the Home Shopping channel. 
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Bring he, a Grand Horn that is dropped by the Grave Beetles on the 9th and 10th floors of the 
Bathhouse to complete the quest. me 



cl^r^ t ^ S r d SaZeb0 3nd ta "‘ thiS 9 ' rt S tW ' n SiS,er Retum ,0 ,he 9 irt to com P |e,e 1116 <*»st 



Strip 9 Bar to **** * ^** ^ 1st - 2 " d ' and 3rd ^ 
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Location: Guy in Practice Room IF haflw&yi 

Requirement Clear Quest #4 
Availability June 30th o nward. 

REWORD* UpSftwigRxto x2 


Bring him a Silver Lump that is dropped by the Silver Dice on the 7th and 8th floors of the Strip Bar to 
complete the quest. _ 


We Wish Our Dog Would Retur 


Location: Dog at the rivofcank. 

Requirement: Hermit S Link at Rank 3. 

Availability: Visit the Shnne after the requirement is met 

REWARD: Hermit Rank Up 


METHOD: 


Acquire a Charmed Veil 


Requirement Quest #15 cleared 
Availability: July 12th onward. 

REWARD Chest Key xS 


Bring her a Charmed Veil that isdropped by the Liberating Idols on the 5th. 6th. 7th. 8th, 9th, and 10th 
floors of the Strip Bar to complete the quest. 


Acquire Hard Boots 


Location: Guy front of Yomenaklo Bookstore. 


- ■■ 


2 . 


Bring him Hard Boots. You can buy them by collecting and selling 10 Thick Hides that are dropped by 
the Dancing Hands on the 5th, 6th. 7th. and 8th floors of the Bathhouse. 


This quest takes several days to complete. Start by going to the Samegawa Flood Plain and talk to 
the dog there. On another day. go to the north end of the Shopping District, talk to the dog, and select 
“Talk to it gently." For the next day. head back to the Samegawa Flood Plain, talk to the dog. and 
select “Talk to it gently" again. On the last day the dog will be waiting on the riverbank path again 
Bnng it any Steak Skewer from the Sonzai Daigaku to complete the quest. 


Requirement: Clear Quest #14 
Availability July 3rd onward. 
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This is a simple quest since you only need to answer his questions correctly on the spot The correct 
answers are “A Group" and They're the top six flag colors." 



Bring him an Eternal Lamp that is dropped by the Amenti Ravens on the 3rd and 4th floors of Void 
Quest to complete the quest. 



Feed the cat eight more fish to complete the quest. 



METHOD: 


Talk to the boy standing in front of the sign when you arrive at the Samegawa Flood Plain Give him a 
Pnze Sticker (obtained by ordering any item from Tanaka’s home shopping service) Return and talk 
to the boy on the following day. then talk to Nanako during the evening and select “Ask Nanako About 
Stickers" followed by “Thank you." She will give you a Tankiriman Sticker that you can then give to the 
boy again the following day. Finally, talk to the boy again on the following day to complete the quest 


PERSONA 4 OFFICIAL GUIDE 205 

















































Bring him at least three Fashionable Dishes that are dropped by the Sky Balances on the 9th and 10th 
floors of the Strip Bar to complete the quest. 


Requirement Clear Quest #18 
Availability: August 22nd onward 

REWARD: Maoca Leafx3 


Bring her a Leaf Pochette that is dropped by the Blind Cupids on the 3rd and 4th floors of Void Quest 
to complete the quest. 


Requirement: Clear Quest #28. 
Availability September 5th onward. 


After talking to the girl, talk to her sister at the Riverbank and say “Name a black, sweet bar" Return to 
the girl in the shopping district to complete the quest. 


Requirement: Hermit S. Link at Rank 5. 

Availability: Visit the Shrine after the requirement is met. 

REWARDS MFOSSBndvmn, Unfinished Model, Hermit RartUfx 


Talk to the man in front of Marutake Hobby Shop in the North Shopping District during a sunny or 
cloudy day and agree to complete a model for him. You’ll receive the Unfinished Model. Use the table 
in your room for four nights to finish the model which turns it into the MF-06S Brahman Take the 
MF-06S Brahman back to the man outside the Marutake Hobby Shop to complete the quest. He also 
gives you another Unfinished Model, which you can construct to boost your Diligence 


/ Wish My Life Had Meaning Agafp m 
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Bring him a Fine Coal that is dropped by the Power Castles on the 7th and 8th floors of the Secret Lab 
to complete the quest. 


A Test of Literary Memory 


Extracurricular Activities, Part 2 ( 


F<n _ 

l/acaticnc Ms. Sotfue by west Classroom tetiway 2F stavcase. 

Requirement; Clear Quest #10 
Availability September 20th onward 

REWARDS Mystical Scarab x2 


Bring her a Culurium that is dropped by the Steel Machines on the 9th floor of Void Quest to complete 
the quest. K 




Location Math teacher in Classroom Buflcfag 3F hztiway 

Requirement (None) 

Availability: October 8th onwar d 

REWARDS 35000yen 


Bring her a Crystal Ball that is dropped by the Constancy Relics on the 1st and 2nd floor of the Secret 
Lab to complete the quest. 


Acquire Fine Coal 


Location Old Man in front at Tatsuhvne Stole. 

Requirement Clear Quest #11 
Availability October 9th onward. 

REWARD: dOflOOyen 


Reply to him with the following responses “Judo Medalist Names." 
pages per pest." and "Me" to complete the quest. 


“How one should live as a punk." “2 


Requirement: Clear Quest #27 
Availability: September 26th onward 

REWARD: Who Amt? 
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Location: Gmi n 2nd toor haiway of South Wiig. 

Requirement: Clear Quest #12. 


Availability: September 29th onward. 


Bring her three Proof of Passion that are dropped by the Furious Gigas on the 3rd and 4th floors of the 
Secret Lab to complete the quest 


Requirement Hermit S. Link Rank 6 


Availability Visit the Shrine after the requirement is met. 

REWARD Hem* Rank Ufx 


On a non-rainy day talk to the girl on the rooftop while your Understanding and Courage is at least 
Rank 3 Talk to her again on another day and respond with “Do you need help speaking?” followed by 
“Give her lessons." Then on the following day respond with “Apologize to her” to complete the quest. 


Requirement' (None) 


Availability: October 8th onward. 


Bring her a High-Speed Gear that is dropped by the Mach Wheel on the 5th and 6th floors of the 
Secret Lab to complete the quest. 



Bring her a Branch Headband that is dropped by the Elegant Mothers on the 7th and 8th floors of the 
Secret Lab to complete the quest. 
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Bring him a Training Shell that is dropped by the Wicked Turrets on the 7th and 8th floors of the Secret 
Lab to complete the quest. 



Talk to the girl, then go to the Riverbed edge to talk to her sister. Go back and talk to the girl at the 
£ entra Shopping District but note that conveying her message requires your Expression to be 
Enthra ling or better After delivering the message to the girl at the South Central Shopping Distnct go 
talk to the girl at the Riverbed again. Finally, check with the girl in the South Central Shopping Distnct 
once more to complete the quest y 



When it s not raining, talk to the man at the Samegawa Flood Plain and ask him “Is it a cat?" when 
prompted. What you say next doesn’t matter. Next, go to the Dojima Residence and talk to the cat 
that s usually outside your house. In addition to the usual option to play with the cat, you also get the 
option of bringing the man from your quest over to see the cat. Select that option, then talk to him the 
next day at the Samegawa Flood Plain. This time he'll request a fish; a Red Goldfish Finally talk to the 
guy again on the next day to complete the quest 



When it’s not raining, talk to the woman at Samegawa Flood Plain who stands next to the garbage can. 
Next, search by the sign at the bottom of the stairs that connect the Riverbed to the Samegawa Flood 
a,R J he BuS !)® S prompt at the lower-left comer of the screen will appear when you approach the 
sign. There you II find the Round Wallet. Go back to show it to the woman. She won’t take the item but 
does send you off to search elsewhere. Next, go to the telephone pole in the North Shopping District 
that s just down from the shnne and search the ground near it. The "Bushes” prompt at the lower-left 
corner of the screen will appear when you approach the pole. This nets you the Square Wallet. Go 
back and talk to the lady again to complete the quest. 
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Bring him a Modest Lamp that is dropped by the Phantom Lord on the 3rd, 4th, and 5th floors of 
Heaven to complete the quest. 
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Location: Funky Student in 3F fe*way 


Riddle Sempai Returns. 



Requirement: Clear Quest #23. 
Availability September 2nd onward. 


B a 'an 0 d h Th^l a rt T! r ^ ue ?“ ons «*> ** answers: 'GroupA,''Human motion.''Group 
B, and Their indefinite articles to complete the quest. P 


/ Wish to See the Samegawas C 


Location OM man at the fislwig grant 

Requirement: Her mit S L ink Rank 9. 

Ava,labltlt y the Shrine after the requirement ,s met 

REWARD: Hem* Si Lt* maxed 



th K T man Wh ° tra . des f,sh and ask him about the Guardian. When you agree 
to catch the Guardian, he II give you the Angler’s Set which will allow you to catch the Guardian The 

f ° r rain y weather or anytime in December (which hasnoda^of^n) 
Catching the Guardian will complete the quest. ' 



Location Feed the cat on the riuerfaank some feh. 

Requirement. Clear Quest #25 
■ ility June 3rd onward. 

VARDcSoma 



After completing Quest 25. feed the cat at Samegawa Flood Plain once again You need to feed the cat 
nineteen more fish in all to complete the quest. ' 


Revenge of Riddle Senpaif \ 


Requirement Clear Quest #47 
Availability: November 12th onward 

REWARDS ChewkigSoui 



T pmm„rnT,r da H S r r ,de ,b u6stons **b the following answers: 'Group B.' 'The way they're drawn ' 
Promethium, and Need to complete the quest. 
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1) Persona fusion rules (P.213). 

2) Transferring skills to the created persona (P.220) 

3) Applying the S. Link Exp bonus to the created persona (P.222). 

4) Applying the Fusion Forecast bonus to the created persona (P.223). 

5) The Persona Compendium (P.227). 


ADVANCB)PBiSONA FUSION RULES 

When you first get access to the Velvet Room on April 17th. you can start 
fusing two or three personas together to make one stronger one. 

These types of combinations are called Normal Spread (when 
fusing two personas), and Triangle Spread (when fusing three 
personas). If you’ve read the Basics section, you’ll know that 
both of these types of fusions have very different rules. 

ADVANCED NORMAL 
SPREAD (FUSION) RULES* 

We know that when following the rules for Normal Spread... 

1) Find the Arcana result of the personas’Arcana being fused 
via the table on P.216 


2) Find the average of the starting levels (printed in the 
Persona Data section starting on page 228) between the 
two personas used. 


3) Look up the next persona of the resultant Arcana that 
is higher than the average of those levels found. 


... we can easily predict the results. However, what 
happens if the average starting level between the 
two personas matches that of a persona in the 
resulting Arcana? What happens if we fuse two 
personas of the same Arcana? 


The Velvet Room is the place 
where you’ll be customizing your 
multiple personas for your every 
need. While the Basics section 
skimmed over the generalities of 
fusing persona and the compen¬ 
dium to help you through the 
game, this section will delve into 
those matters with greater detail. 


There are five main procedures 
that the Velvet Room is capable 
of when deling with personas: 




Sin 


Tam 


PERI 








(I) If the average starting level 
between the two personas and the 
resulting Arcana combination results 
in a perfect match (for example, 

Jack Frost (Lv 16) + Phoenix (Lv 
20) = Lv 18 Chariot Arcana — Ara 
Mitama) then you’ll wind up getting 
a persona that is of a higher level 
than the one being predicted. In our 
example, you’d actually get Ares 
instead of Ara Mitama. Therefore, 
you should always aim for an 
average level that is less than, but 
never equal to, that of the persona 
vou’re looking to create. 



(ID if you fuse two personas that are of the same Arcana, you’ll get a result that is average 
or lower than the two personas you fused. For example if you fuse together an Obariyon 
(Lv 13) and a Legion (Lv 21). the 
average of their starting levels 
would be 17. 

However, since you can never 
create a persona that is already 
being used in a fusion, the Normal 
Spread rules will look for the next 
lowest level persona from that 
average. In this case the result 
will be a Lv 7 Yomotsu Shikome. 

This rule for Normal Fusion can 
allow you to recreate Izanagi from 
scratch again. 

AOMMCB)TRUMBUE 
SPREAD (FUSION) RULES 

Triangle Spread Rules are confusing and complicated, which means that if there's an 
unexpected quirk that doesn’t fit the rules outlined in the Basics section, the resolution is 
even more complicated. To start with, let’s review the Triangle Spread Rules: 



1) Fusion order is determined by the personas' current levels. The persona with the highest 
current level is considered the “third persona” according to the Fusion table on page 216. 


2) Combine the Arcana of the first two personas whose current levels are the lowest of the 
three using the Normal Spread portion of the table on page 216. 

3) Combine the result of the above Arcana with the Arcana of the third persona on the 
Triangle Spread portion of the table on page 216. 

4) Find the average of the current levels between all three personas used. 

5) Look up the persona that is higher than the average level found within the final 
Arcana result. 
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If, during a Triangle Spread fusion, 
you have two personas that are tied 
for the highest current level, the 
“third persona” will be the one that 
has the higher Arcana Number. That 
is, (XV) Devil is always considered 
higher than (XIII) Death, in the case of two personas from those Arcana having the same 
current levels. 


There are a few 
curious quirks that can 
happen here. What if the persona 
with the highest current level is the 
same as another persona being 
used? What if all the personas being 
used are of the same Arcana? Why 
are some resulting Perona higher 
than expected? 


(HI) If you fuse together three personas that all belong to the same Arcana, the resultant 
persona will be at a level that is average or higher than the level being predicted. Like 
with the Normal Spread rules, you cannot create a persona that is already being used in 
the fusion process. This means that if you were to fuse together a Phoenix, Gdon, and 
Yatagarsu, you would wind up with a Narasimha. This sort of fusion is especially potent 
when filling out your compendium and you’re having difficulty getting persona cards out 
of shuffles. 


5«oct Iho3id avxi « )} 

1 — . . 

1 at iijJ Lamia Lv 2 6 

2mjdSrrS>Makami w uar 


VMM k M* 

j Mina to 



that even if you were predicting a 
fusion result that should give you a 
particular persona by being a few 
levels under it’s base level, you’d 
still wind up with one that is of a 
higher level than you anticipated. 
The explanation is a simple one 
and is the proof of the power in 
Triangle Spreads. When you 
average the levels of the persona, 
the game adds an additional five 
levels to that average. If this total 
meets or exceeds the persona 
you re expecting to create, then you’ll be getting the next persona that is a higher level than 
it. For example, if you were to combine a Lv 26 Lamia, Lv 27 Makami. and a Lv 30 Oni, the 
prediction is a Lv 28 Hierophant — A Unicom (Lv 29). In fact you’ll be getting a Flauros (Lv 
36). because when the five extra levels are added onto the average the final level becomes 
33. which is higher than the Unicorn’s 29. Therefore, when aiming to create a persona using 
a Triangle Spread, make sure the average from the current levels is at least 6 levels below 
its base level. 
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FUSUNRESTRKmONSt 

During the game, you will not be able to create every persona right off the bat. 

Some personas simply can’t be created without first meeting some requirements to 
make them. If you try to create a persona which you are restricted from making due to a 
requirement not being fulfilled, the rules of fusion will simply ignore the expected result and 
produce a persona that is the next highest level above it. This can be useful. In some condi¬ 
tions you can use really weak personas to create an incredibly strong one due to the game 
skipping a still-restricted persona. 

There are two main categories that restricted personas fall under. Those that can be created 
after July 10th and those that can be created after maxing a Social Link. The lone exception 
is Izanagi-no-Okami, who has a unique restriction. The July 10th restriction involves the 
availability of Cross. Pentagon, and Hexagon fusions. These personas are exception¬ 
ally powerful for their levels, but the highest level personas are unlocked by maxing their 
respectvie S. Link. If you max the Strength S. Link you’ll be able to create the highest-level 
persona from that Arcana, which is Zaou-Gongen. 

A list of all the personas that are restricted, and the conditions to lift those restrictions are 
noted below. 



[ Persona 

Restriction 

Neko Shogun 

After July 10th 

Tamiin 

After July 10th 

Yoshitsune 

After July 10th 

Black Frost 

After July 10th 

Yatsufusa 

After July 10th 

Trumpeter 

After July 10th 

Loki 

Fool S. Link Maxed 

Mada 

Magician S. Link Maxed 

Scathach 

Priestess S. Link Maxed 

Isis 

Empress S Link Maxed 

Odin 

Emperor S. Link Maxed 

Kohryu 

Hierophant S. Link Maxed 

Ishtar 

Lovers S. Link Maxed 

Futsunushi 

After July 10th, and Chariot S Link Maxed 

Sraosha 

Justice S. Link Maxed 

Ongyo-ki After July 10th, and Hermit S. Link Maxed 

Nom 

Fortune S. Link Maxed 

Zaou-Gongen 

Strength S. Link Maxed 

Attis 

Hanged Man S. Link Maxed 

Mahakala 

After July 10th, and Death S. Link Maxed 

Vishnu 

Temperance S. Link Maxed 

Beelzebub 

After July 10th, and Devil S. Link Maxed 

Shiva 

Tower S. Link Maxed 

Helel 

Star S. Link Maxed 

Sandalphon 

Moon S. Link Maxed 

Asura 

Sun S. Link Maxed 

Lucifer 

After July 10th, and Judgement S. Link Maxed 

Izanagi-no-Okami 

After July 10th on a subsequent cycle after seeing the True Ending 
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•Horn* Nebiros 


(V) The usual method of fusing any 
personas together into new ones applies 
in nearly all cases. However some 
personas simply cannot be created 
unless you use specifically named 
personas. For instance, when you try to 
fuse Nebiros and Belial together, you will 
always get Alice regardless of the predic¬ 
tive rules. These types of fusions are 
fixed, and they ignore all applicable rules 
to fusions. They are special, because 
you cannot create these personas from 
using normal fusion rules. 


(VI) Cross, Pentagon, and Hexagon 
spreads are all forms of a special fusion 
because they require specific personas 
in your stock to fuse together. There are 
also special fusions that involve Normal 
and Triangle spreads, but these are not 
hinted at anywhere in the game. The 
special fusion recipe for Alice is one 
such example. What follows is a list of all 
personas that can only be gotten using 
this method. 



Persona to Create 


gjfiMjyipe Personas Used tor Fusion 


Shiva _____ 

Alice 

Norn 

Neko Shogun 

Tamiin 

Kohryu 

Ongyo-ki 

Yoshitsune 

Black Frost 

Yatsufusa 

Futsunushi 

Trumpeter 

Mahakala 

Beelzebub 

Lucifer 

Izanagi-no-Okami 


Normal 

Normal 

Normal 

Triangle 

Cross 

Cross 

Cross 

Cross 

Pentagon 

Pentagon 

Pentagon 

Pentagon 

Hexagon 

Hexagon 

Hexagon 

Hexagon 

Dodecagon 


Shiva. Parvati 

Rangda. Barong 
Belial. Nebiros 

Clotho, Lachesis, Atropos 

Ara Mitama, Kusi Mitama, Saki Mitama, Nigi Mitama 

Gdon, Phoenix. Narasimha, Oni 
Byakko. Suzaku, Genbu. Seiryu 

Kin-ki, Sui-ki, Fuu-ki, Oni 

Hachiman. Masakado. Okuninushi, Hitokoto-nushi. Shiki-ouji 

Pyro Jack, Jack Frost, King Frost, Pixie, Goul 

Thoth, Orthrus. Makami. Narasimha, Mothman 

Atavaka. Triglaf, Kin-ki, Ares, Neko Shogun 

Matador, White Rider. Daisoujou, Pabilsag, Taowu, Taotie 

Matador, White Rider, Daisoujou. Trumpeter, Hell Biker Mother 

Harlot 

Belial. Belphegor, Baal Zebul, Seth. Mot, Pazuzu 
Ananta, Michael, Metatron, Trumpeter. Satan. Anubis 
Izanagi. Sandman. Nata Taishi, Girimekhala. Norn. Okuninushi, 
Orthrus. Kartikeya, Mithra, Tzitzimitl, Cu Chulainn, Legion 
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^Once you have found the desired persona you want to keep, the tricky and nebulous 
business of transferring skills to the new persona begins. As mentioned in the Basics section 
you can “re-roll" the skills being inherited by deselecting at least two persona from the fusion 
list and going back in. With fusions involving four or more personas you just need to cancel 
out once. There are two important considerations when transferring skills. Those are: 

1) The number of skills added to the new persona is based on the total number of skills 
between the personas you’re fusing together. 

2) What skills the new persona gets is based upon the new persona’s inheritance type. 



Since the number of skills that the new persona inherits is based upon the total number of 
skills between the personas you’re fusing, it’d be easy to think that more is better. Unfortu¬ 
nately. more skills being transferred being better isn’t always a good thing, in fact it can be a 
bad thing 


(VII) Personas can only hold eight 
skills, and they naturally learn 
somewhere between five and eight 
skills normally. Transferring skills is 
great for personas that leam less 
than eight skills, but if you transfer 
too many skills you will either have 
to discard a skill you transferred 
to make room for a skill a persona 
naturally leams, or vice versa. 
Having to throw away a really good 
skill to make way for an equally 
good skill is an agonizing decision, 
and one that's best avoided. 



When transferring over a number of skills, before you fuse, you should make a mental note 
of how many of the skills you’re transferring can be thrown away before a persona starts 

learning skills. Basically, when a 
persona is about to inherit a bunch 
of skills, pick between one and three 
of the ones being shown on-screen 
as must-haves. It’ll make it more 
bearable to deal with agonizing 
decisions about throwing away a 
really good skill later. 
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Fire, Ice, Elec, Wind, 
Light, Dark 

I Light. Fire. Ice. Elec. Wind. 

Recovery Support 



TYPES FORPEKSONA& 

What skills the new persona inherits 
is based upon a hidden quality 
called an “inheritance type." Every 
persona has an inheritance type, 
and it's this factor that determines 
the probability for the persona 
you’re creating to inherit a particular 
skill from the personas you're fusing 
together. 

Every skill in the game is grouped 
together by a type, as noted by their 
in-game skill icon. The inheritance 
type determines the probability for a skill from that family to 
you're creating. 

(VIII) For example, the Gdon persona has an inheritance type of “Fire." This would mean that 
if there are any fire skills from the personas you're fusing together it would almost always 
inherit them. However, if there were any ice skills in the mix, the Gdon would never be able to 
inherit them. It’s a good idea to check for a persona’s inheritance type in the data section of 
the guide, so that you know what skills can or can’t be transferred. 



Almighty. Light. 

Dark, Passive 

Elec. Wind. 

Almighty, Recovery, 

Support, Passive 

Elec. Wind, 

Almighty, Recovery, Fire 
Support, Passive 

Fire. Ice, Almighty, 

Recovery, Support, 

Passive 

Fire, Ice, Almighty, 

Recovery. Support. 

Passive 

Physical, Ailment, 

Recovery, Support. - 
Passive 

Almighty, Passive Physical, Dark, Ailment 
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Sivport 


Probability to Inherit SMI Type 

Low Can't Transfer 


Fire, Ice, Elec. Wind. 
Ailment 


Dark 


Ailment 


Dark, Support, Passive 

Fire, Ice, Elec, Wind, 
Almighty. Light. Support 


Recovery 


Support 


Physical, Fire, Ice, 
Elec. Wind, Light 
Recovery 


Almighty. Support. physical Light, Recovery 

Passive 

Fire, Ice, Elec, Wind. _. . 

! ' Physical, Light, Recovery 

Almighty 

Ailment, Passive Physical, Dark 

Almighty, Dark, 

Ailment. Passive 


Inheritance Type 



One other factor you need to be aware of is that certain unique skills cannot be trans¬ 
ferred at all. These skills are a unique fixture to the particular persona that learns them. 
Even if you use those personas in a fusion, their unique skills cannot be inherited by the 
new persona you create. Below is a list of the unique skills that can't be moved from their 
respective persona. 



gz ^mi: t ± W;-:; : - * JL 


Ska Name 

Learned By 

_ 

Heaven’s Blade 

Michael (Lv 78). and Metatron 


Pralaya 

Shiva (Lv 87) 


Hassou Toubi 

Yoshitsune (Lv 83) 


Ragnarok 

Surt (Lv 74) 


Nifiheim 

Loki (Lv 70) 


Thunder Reign 

Thor (Lv 70) 


Panta Rhei 

Odin (Lv 81) 


Black Viper 

Satan (Lv 81) 


Morning Star 

Helel (Lv 94) 


Samsara 

Daisoujou (Lv 67) 


Die for Me! 

Alice (Lv 79)^ 


Heat Riser 

Yoshitsune (Lv 77), and Trumpeter (Lv 74) 


Debilitate 

Trupmeter (Lv 73), Nom (Lv 79) 


Unshaken Will 

Asura (Lv 92) 




After you've confirmed the persona you wish to create, it will earn some extra experience 
based upon the rank of an S. Link. The S. Link bonus only applies to persona of the Arcana 
the S. Link is associated with. The amount of experience the new persona gets translates 
into free level-ups. Since personas gain levels at a far slower rate than characters do. the 
free levels the persona gains from this bonus is extremely helpful in getting a persona to 
leam its skills. 


222 PERSONA 4 OFFICIAL GUIDE 


Rank 1 

Rank 2 

Rank 3 

Rank 4 

Rank 5 D'.D 

Rank 6 ~ 

Rank 7 
Rank 8 
Rank 9 

Rank 10 (Max) 


Arcana Bonus 


Persona 

Persona 

Persona 

Persona 

Persona 

Persona 

Persona 

Persona 

Persona 

Persona 


gains 1 Level 

i gains 1 Level 

gains 2 Levels 

[gains 2 Levels 

gains 3 Levels 
gains 3 Levels 
gains 4 Levels 
gains 4 Levels 
gains 4 Levels 
gains 5 Levels 


l&MtB$rboNus 

(I) If you perform a fusion on a particular 
day, you might qualify for a bonus from the 
Fusion Forecast. This bonus is applied after 
the persona has gained its extra experience 
from the S. Link bonus. In order to qualify for 
this bonus you must have met the conditions 
the Forecast has outlined. If there are no 
conditions to be met on a particular day, then 
every fusion you perform on that day qualifies 
for the Fusion Forecast bonus. This special 

bonus varies by day, and it’s not available every day of the week. Look at the fusion forecast 
effects on the next page, and aim to perform your fusions on suitable days. Some of the 
bonuses can be especially potent such as the extra experience from an S. Link or learning a 
particularly rare skill for free. 




April 2011 


Day Fusion Effect 


If an y Persona is createcLtherH^il^eceiv^r^xtr^taUro^^^^^^^^^^^^^^^^^^^^ 

If any Persona of the Magician Arcana is created, then it will leam Zio. 

If Archangel is created, then it will receive an extra stat boost and leam Agi. 

If Ghoul and Orobas are used in a fusion, then the resulting Persona will leam Rakunda 
If any Person a is created, then you may opt to let a skill be randomly changed. 

If Ghoul and Cu Sith are used in a fusion, then the resulting Persona will get an extra stat boost 
and leam Media 

427 If any Persona is created, then it will receive an extra stat boost 

428 If Berith is created, then it will learn Mabufu. 



418 

419 
421 

423 

424 

425 
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51 

so 

5/4 

56 

57 
5/12 
5/18 

5/19 

500 

501 

504 

505 
508 

531 


63 

64 

6/7 


e/io 

6/12 

6/13 

6/14 

601 

604 

605 

607 

608 
630 


I?j^Frosn^^^Shem^ilMearT^esIs^ir^n^e^ive an extra stat boost 

If any Persona is created, then it will receive an extra stat boost 
If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona of the Hierophant Arcana is created, then it will learn Dodge Fire. 

If any Persona is created, then it will receive an extra stat boost .» _ « 

If AraMitama is created, then it will leam Auto-Tarukaja. • * 

If any Persona is created , then you may opt to let a skill be randomly changed 

If any Persona of the Justice Arcana is created, then it will receive extra experience from the S 

Link bonus and learn Maragi. 

If any Persona is created, then you may opt to let a skill be randomly changed 

If any Persona of the Pnestess Arcana is created, then it will receive extra experience from the S. 
Link bonus and learn Resist Dizzy. 

If Andra is used in a fusion, then the result will learn a wind elemental skill. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If King Frost is created, then it will learn Growth 1 . .. . , . .. 

If Shiisa is used in a fusion, then the result will receive an extra stat boost and extra experience 
from the S. Link bonus. 

__ Jm2Q11 _ 

If any Persona of the Magician Arcana is created, then it will receive an extra stat boost and leam 
a recovery skill. 

If Ares is created, then it will learn Null Poison. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona of the Hanged Man Arcana is used in a fusion, then the result will receive an extra 

stat boost and learn an ice elemental skill. ■ 

If Personas of the Moon and Devil Arcanas are both used in a fusion, then the result will learn 

Wind Boost. 

If any Persona is created, then it will receive an extra stat boost 

If Incubus is created, then it will learn Null tee. k . 

If Rakshasa and Matador are used in a fusion, then the result will receive an extra stat boost and 

leam Resist Ice. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then it will receive an extra stat boost, experience from the S. Link 

bonus, and leam a recovery skill. 

If any Persona is created, then you may opt to let a skill be randomly changed 

If any Persona is created, then it will receive an extra stat boost 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If Yomotsu-lkusa is used in a fusion, then the result will leam a wind skill. 

If Titania and Makami are used in a fusion, then the result will receive an extra stat boost and 

lteafitBufiil& _ 

_ July 2011 _ 


Tfl^JfanyPersona is created, then it will receive an extra stat boost. 

74 If any Persona is created, then you may opt to let a skill be randomly changed. 

7/5 If any Persona of the Emperor Arcana is created, then it will learn a -kaja skill. 

7/8 If any Persona is created, then it will receive an extra stat boost. 

79 If any Persona is created, then it will receive an extra stat boost. 

7/12 If Unicom is used in a fusion, then the result will receive an extra stat boost and leam a fire 
elemental skill. 
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If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

.*^ a [ 1 y ^ ersona . ’5 crea ^ ec *'Jben it will receive an extra stat boost. 

If Flauros is created, then it will learn Power Charge. 

If Pyro Jack is used in a fusion, then the result will leam an ice elemental skill. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona of the Sun Arcana is used in a fusion, then the result will leam Growth 2. 
If any Persona is created, then you may opt to let a skill be randomly changed. 

August 2011 


Day Fusion Effect 



81 


84 

85 


87 

810 

811 

812 

813 

814 
802 

803 

804 


807 

809 

830 


92 

93 

94 

95 
95 
97 

913 

914 

916 

917 

918 

921 

922 
925 

927 

928 
930 


Jf any Persona is created, then it will receive extreexperienc^rorrUh^^Jnl^onu^^^^^^^] 

If Samael is used in a fusion, then the result will receive an extra stat boost and you can opt to let 
a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed 
If any Persona is created, then you may opt to let a skill be randomly changed. 

If Orthrus and Yatagarasu are used in a fusion, then the result will receive extra experience from 
the S. Link bonus and leam Null Exhaustion 

If any Persona is created, then it will receive extra experience from the S. Link bonus. 

If any Persona is created, then it will leam a -kaja skill. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then it will receive an extra stat boost 

If any Persona of the Death Arcana is created, then the result will receive extra experience from 
the S. Link bonus and leam Mediarama. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then it will receive extra experience from the S. Link bonus. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If Rangda is created, then it will leam Null Ice 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed 

September 2011 

If any Persona is created, then it will receive extra experience from the S. Link bonus. 

If any Persona of the Moon Arcana is used in a fusion, the result will receive extra experience 
from the S. Link bonus and learn a -kaja skill. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then it will receive an extra stat boost. 

If Cu Chulainn is created, then it will receive an extra stat boost and learn Null Elec. 

If any Persona is created^then it will receive an extra stat boost. 

if Hanuman and Hitokoto-nushi are used in a fusion, then the result will leam Arms Master. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If Leanan Sidhe is used in a fusion, then the result will receive extra experience from the S. Link 
bonus and learn an ice elemental skill. 

If any Persona is created, then you may opt to let a skill be randomly changed 

If Tamlin is created, then it will receive an extra stat boost, experience from the S. Link bonus and 
learn Amrita. 

If any Persona is created, then it will receive extra experience from the S. Link bonus 

If Throne is used in a fusion, then the result will receive extra experience from the S. Link bonus, 
learn an ice elemental skill, and you can opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then it will receive extra experience from the S. Link Bonus. 
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Day Fusion Effect 


101 

103 

10f4 

105 

108 

109 

1010 

1012 

1016 

1021 

1022 

1023 

1025 

1026 
1031 


ence from the S. Link bonus and learn a recovery skill 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then it will receive an extra stat boost. ; ; „ 

If any Persona is created, then it will receive an extra stat boost. 

If Raphael is created, then it will learn Mind Charge. 

If any Persona is created, then it will receive an extra stat boost 

If any Persona is created, then it will receive extra experience from the S. Link bonus 

If any Persona is created, then it will receive an extra stat boost. 

If Personas of the Justice and Priestess Arcanas are both used in a fusion, then the result wil 

If any Persona of the Empress Arcana is used in a fusion, then the result will receive extra experi¬ 
ence from the S. Link bonus and a stat boost. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then it will receive extra experience from the S. Link bonus. 

If Garuda is created, then it will receive extra experience from the S. Link bonus, a stat boost, and 
leam Spell Master. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

_ November 2011 _ 


Day Fusion Effect 


11/2 

11/3 

11/4 

11/7 

11/8 

11/9 

11/11 

11/12 

11/13 

11/15 

11/18 

11/19 

11/20 

11/24 

11/26 


^^^^^^^^^^^^^Son^he^h^esult will receive an extra stat boost and leam Samare- 

Ifany Persona is created, then it will receive extra experience from the S. Unk bonus and you can 
opt to let a skill be randomly changed. 

If any Persona is created, then it will receive an extra stat boost. 

If any Persona is created, then you may opt to let a skill be randomly changed. 

If Daisoujou is created, then it will leam Midn Charge. v . 

If any Persona is created, then you may opt to let a skill be randomly changed. 

: If any Persona is created, then it will receive an extra stat boost. 

If any Persona of the Magician Arcana is used in a fusion, then the result will receive extra expen- 
ence from the S. Link bonus and leam a lightning elemental skill. 

If any Persona is created, then it will receive an extra stat boost and you can opt to let a skill be 

randomly changed. _ . . . 

If Siegfried is created, then it will receive an extra stat boost and learn Endunng Soul. 

if any Persona is created, then it will receive an extra stat boost. 

If Nebiros is created, then it will receive extra experience from the S. Link bonus and leam All Dance. 
If any Persona is created, then it will receive an extra stat boost. 

If Kartikeya is created, then it will leam Angelic Grace 

If any Persona of the Magician Arcana is created, it will leam Marakukaja. 

_ De cem ber 2011 _ 


Day Fusion Effect 


1211 

1212 

1213 


If Hell Biker is created, then it will receive an extra stat boost and learn Evade Ice. 

If any Persona of the Judgement Arcana is used in a fusion, then the result will receive extra 
experience from the S. Link bonus and learn a fire elemental along with a lightning elemental skill. 
If any Persona is created, then it will receive extra experience from the S Link bonus 
If any Persona is created, then you may opt to let a skill be randomly changed. 
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Dece m ber 2011 (Continued) 


12/15 If Alice is created, then it will leam Angelic 

12/16 If any Persona is created, then it will receive an extra stat boost. 

!13ny Persona is created, then it will receive extra experience from the S. Link bonus. 

12/19 If Yoshitsune is created, then it will learn Arms Master. 

lf lshtar lscre ^ ted - il Wil1 learn a fire elemental skill along with Insta-Heal 

l any ( Persona created ' men 11 wil1 recede extra experience from the S. Link bonus and a stat boost 

12/24 If Yoshitsune is created, then it will learn Debilitate. 

March 201 2 _ H 


3/20 If any Persona is created, then it wliue^iv^rT 


extra stat boost. 



(I) Whenever you find a persona for the first time, it’s automatically recorded into the 
Persona Compendium. If you found a persona for the first time via fusion, then the final 
resulting persona after all bonuses will be recorded into the compendium. Afterward, you 
may overwite the entry with the current version 
of the persona that you’re holding. When you are 
about to register your personas you can choose 
to register all of them with the [square] button. 

However, you should always check to make sure 
you’re not overwriting a stronger persona in your 
compendium with a weaker one. 

(ID There are a couple of tricks with the 
compendium that you may find handy. Even 
though you can’t create a persona that has a base 
level higher than the Protagonist, you can summon 
one from the compendium that is. This is especially 
useful on subsequent play-throughs, because your 
compendium from previous playthroughs can carry 
over into the next. Another trick is to register the 
personas that Margaret requests for the Empress 
S. Link. When you start a new cycle, those 
personas will still be in the compendium, while the 
Empress S. Link gets reset. You can then summon 
those personas from the compendium and easily 
get the Empress S. Link back up to Rank 10 in a 
single day. It is well worth your while to find every 
persona in the game because, as you fill your compendium. Margaret will give you items that 
lower the summoning costs of the personas contained within. The items she gives you don't 
accumulate the discount percentages, rather they simply replace the old one. If you want to 

get every persona in the game, you 


must at least view the True Ending 
once and max the Fortune S. Link 
with Naoto, because Izanagi-no- 
Okami is the ultimate persona that 
you see during the True Ending and 
you can’t create it without the ultimate 
Fortune persona. 




CanipewitSuni Completion Summoning Discount 


25% 

50% 

75% 

100% 


10% Discount 

15%JDiscount 
20% Discount 

25% Discount 
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Determines which skills are most 
likely to be transferee! during 
persona fusion (see p. 221). 


T7T 


j Izanagi ! Elec “ 

[_ZioJ-] : _CleaveJ-] r Rakukaja [-], Rakunda [3], Tarukaja [5] 


| Yomotsu-Shikome Ailment 

LPoismajj^ewer [-], Evil Touch [-], Sukunda [91, Mudo [10], Ghastly Wail [ 11 ] 


J 0bari y°" Hnys.cal 

[-1. Muzzle Shot [14], Silence Boost [15], Resist Physic [17], Single Shot [18] 


L ° 9ton * 211 14 14 18 13 11 S s WYs] 

Rampage [23], Confuse Boost [24], Foul Breath [25], Surv,ve Light [26] 


° Se Physical 31 28 12 20 25 15 S N W I 

*** t33], Poison Boost [34], Auto-Sukukaja [35), Survive Ligh t [36] [ 

Masukunda [41], Fire Amp [42], Agidyne [43], Mudoon [4 4] 

L Decarab,a Fire 46 27 36 25 26 31 W N s n 

W Megidola [50], Fire Amp [51], Resist Physical [52] 


Shiki-Ouji Fire 56 50 29 31 41 24 N N w 

H A P* Pupil [58], Growth 2 [59], Null Physical [62] 


Inheritance Level St Ma En Ag Lu % fc # > f* 4; 


J Lok/ lce 64 48 50 31 47 23 W D N 

l^^eBRaku^ [.], ice Amp [66], High Counter [67]. Mabufudyne [68]' NuH Fire (69), Nfflheim {70] 


Pixie 


Recovery 

| Dia [-], Patra [-], Zio [3]. Me Patra [4]. Trafuri [8] 
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max 


Izanag 


Elec 


Cleave 


Rakukaja [-], Rakunda «], Tarukaja [5] 


Name of Persona 1 Tho i<»/ai ..*,1-1. u -* * - - Elemental resistance 

[Sjtrong. [W]eak. [N]ull, 


[R]epel, [Djrain 


[-] indicates the skill is known by default. 




























r7 " T7e Recovery 48 26 36 28 31 30 N s 

Mediarama [-], Posumudi [-], Ag.lao [-J, Samarecarm [501. Piarahan [52]. Resist Dark [53], Divine Grace 


Orobas Fire 8 4 10 b ( 4 * " 

Agi [-], Hysterical Slap H, Dekaja [-], Dodge Ice [10], ResisMJizz^^ 


recovery 59 31 47 33 34 39 N w s 

Mediarahan [61], Arrow Rain [62], Samarecarm [641 


Mabufu [-], Ice Break [-], Me Patra [-], Ice Boost[18^uf^[19hD^eRre^h Mi^ ^ a ^e[^] 




Stance Boost 171], Oekaja [72], Regenerate 3 [73], Maziodyne [76], Repel Eiec [ 77] 

Scathac ** lt^ 79 54 59 37 49 45 W D 

Magarudyne [82], Ice Amp [83], Wind Amp [84], Mind Charge [85] 


HuaPo Fire 25 14 21 15 17 15 " ™ 

Agilao [-], Rakukaja [-], Re Patra [-}, Fire Break [26], Makajam [27], Podge tee [29], Fire Boost [30] 


PyroJack Fire 32 16 26 19 22 20 u vv 

Agilao [-], Tarunda [-], Marakukaja [-], Maragion [36], Auto-Rakukaja [37], Resist Ice [38]^ 


Dis Fire 39 25 31 24 2b 21 " 

Maragion [-], Diarama [-]. Dekunda [-], Dodge Ice [41]Jv1asukunda[42]^gidyne [43]. Mind Charge^] 


Dia [-], Makajam [-], Agi [-], Pekunda [10], Media [11], Trafuri [14] 


Rangda Fire 47 24 37 30 25 32 k ™ ■ 

Maragion [-]. Tentarafoo [-]. Agidyne [-]. Dodge Ice [50], Mustard Bomb [51]. Repel Physical [55] 


Mabufu [-], Arm Chopper [-], Rakunda [-], Swift Strike [20], Ice Boost [21], Bufula [22], Auto-Tarukaia 


jinn Fire 62 37 51 38 39 28 ^ ” 

Agidyne [-], Foolish Whisper [-], Resist Physical [65], Fire Boost [66], Null Physical [67], Valiant Dance [68] 


PiaramaJ^Magaru [-], Red Wall [27], Garula [29], Regenerate 2 [31], Mind Charge [32] 


Surt Fire 69 41 54 39 40 4U « 

Agidyne [-], Peathbound [-], High Counter [-]. Maragidyne [71], Ragnarok[74^FireAmp [75], Nijlllce[76] 


[36], Mabufula [38], Ice Boost [39] 

Gabriel [Ice 44 28 34 22 30 25 ; S d is 

Mabuftilaj-], Mediarama [-], Energy Shower [45], Survive Dark [47], Heat Wave [48], Divine Grace 


Mada Fire 78 45 63 52 38 43 u vv 

Agidyne [-], Fire Boost [-], Foolish Whisper [-), Maragidyne [81}. Evade \ce [82], Ailmen^ 


Mabufula [-], Aeon Rain [-], Bufudyne [54], Ice Amp [56], Repel Ice [57], Repel Fire [59], Spell Master 


Saki Mitama Recovery 11 5 12 5 8 

Dia [-], Bufu [-], Sukunda [-], Alertness [13], Media [14], Null Ragej16[ 


Mother Harlot Elec 60 38 47 37 29 36 S R w w N 

t 62 L Foolish Whisper [63], Resist Fire [64], Ailment Boost [65] 


Saras vati Recovery 17 9 16 10 13 iu 

Media [-], Mabufu [-], Patra [-), Invigorate 2 [19], Resist RagejgOLjDekaj^ 


Alitat 


Support 


^^aka^ 3 [72], Evade Physical [73], Growth 2 [74], Auto-Maraku [75] 


[-], Sukukaja [-], Me Patra [-], Zionga [24], Invigorate 1 [25], Dodge Fire [26], Trafuri [27] 


H. Cq o< Breeze [80], Absort) Ice [82], Mabufudyne [83], Salvation [85], Null Elec [86] 


Ganga Ice 29 16 22 lb 19 21 vv u - 

Bufula [-], Diarama [-], Dekaja [-], Mind Slice [31], Confuse Boost [32], Mediarama [33], Evade Fire [35] 


Parvati Recovery 37 20 29 17 25 27 w N 

Diarama [-], Nervundi [-], Mediarama [39], Marakukaja [40], Dodge Elec [41], Divine Grace [43] 


Zio [-], Arm Chopper [-], Makajam [13], Media [14], Elec Boost [15], Mazio [16], Dodge Wind [17] 
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DATA TABLES •_ PBtSONAS 


' b ±ir± 


Inheritance Level St Ma En Ag Lu _* 4 3$C > t & 


' A f *ir>g Frost Ice 22 11 20 17 13 12 W O 

Bufula [*], Mabufu [-], Ice Break [-[, Rakukaja (23], Dodge Fire [ 241. Ice Boost (26), NuB Fire [27], Anima Freeze [28] | 


Inheritance Level St MaEnAgLu Up & ^ 


II Setanta Elec 34 23 21 25 24 16 W N 

r ^|j Fatal End {-], Zionga (-J, Sharp Student [-], Counterstnk e [ 36], Po wer Cha rge [38), Auto-Maraku (39 ), Nul l Fire [40] 


Oukuninushi 


Inheritance Level St Ma En Ag Lu j 4 ^ ^ 


|, Mazionga [44]. Apt Pupil [45]. Elec Boost [46]. I 


Inheritance Level St Ma En Ag Lu Up # > <T * 


noth Elec ; 45 28 43 23 21 27 N w R W ;J 

Mazionga [-], Mahama [-], Megido [-1, Mediafama [47], Growth 2 [48), Null Mute [49], Ziodyne [51] 


Inheritance Level St Ma En Ag Lu U # 3pC & T* ^ 


Pabilsag Physical 51 38 29 30 33 30 N w W 

BHght [-], Foolish Whisper [-], Stagnant Air [53]. Silence Boost [54], Mudoon [55], Arrow Rain [56] 


Inheritance Level St Ma En Ag Lu 


Barong Physical 65 48 44 40 36 34 

Ziodyne [-]. Poison Mist [-]. Me Patr a [-], Mar akukaja [ 67], Invi gorate 2 [ 69], Hig h Counte r [71], M aaodyne [72] 


•N 

O ft?fsona 


Inheritance Level St Me En Ag fit U 4 $ * t -C 


Odbt Elec 74 48 60 42 39 48 W N D 

Ziodyne [-]. Magarudyne [-]. Wind Amp [76], Regenerate 3 [77], Maziodyne [78], Mind Charge [SOlPantaRheijBI]^ 


Hierophant 

4 Persona 


Inheritance Level St Ma En Ag Lu <f # 3p6 > # ■ 


P Omoikane Elec 7 5 8 5 4 6 w Si 

I Zio [•], Sukunda [-], Tamnda [-], Poison Mist [8], Resist Wind [9], Dodge Ice [ig^gg^^gT[11LR^^ Etec[12]J 

fSillltir^^^^^^Wind 15 9 llTlO' 13~ 9 ^ 

I Garu [•]. Balzac [-], Alertness [-]. Magaru [17], Red Wall [18], Mahama [19], Auto-Sukukaja [20] | 


Inheritance Level St Ma En Ag Lu tt t # > t & 


Shiisaa Elec 21^18 75. 9 14 " Z-* N W 

Mazio [-]• Balzac [-], Rakukaja [22], Zio nga [23], Silence Boost [2 4], Resist Fife [ 25], N ull Rage [2£>L 


Inheritance Level St Ma En Ag Lu t | ^ / t * 


ir Unicom Elec 29 17 22 19 22 14 ^ N ^ W ,, 

Zionga [-]. Mahama [-]. Nervundi [-]. Pekunda [31], Trafuri [32], Recarm [33], Mazionga [34] 


Inheritance Level St Ma En Ag Lu * t ft 


I Flauros Physical 36 30 20 24 20 21 N W 

4Si2^3^t 31 26 22 

Zionga [-]. EJec Boost [-], Navas Nebula [-], Blades of Fury [47], Resist Exhaust [48], Counterstnke [50], Ziodyne [5 1] 
I Agidyne [-]. Gigantic Fist [-1. Vicious Stnke [53]. Maragidyne [54]. Regenerate 2 [55], Fire Amp [57], Auto-Sukukaja 158] 
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Daisoujou Light 60 34 4 5 4 0 30 41 N n“v57 

Ensure Dak [63[. Mahamaon [64], Hama Boost [65], Samsara [67 ] 

[ Hadi/m3ii^^^aec ta ™ — 70 33 60 39 38 47 N N™^ 
Maziodyne [-], M akarakam [-]. Malamkaja [-], Elec Break [72], Dekunda [74], Revolution [75] 


Inheritance Level St Ma En Ag Lu U ib ^ ^ f' W: ^ 


Kohryu Elec 76 1 50 j 53 54 40 38j 

_Z«direHktedarahan|.|.Sanwecami|.|.Maziodyne[7S|.MindCharge[79[,Elec Amp [80[. SpeilMaster[82],Salvation[83] I 


Queen Mah Elec 25 17 19 15 FT 14 n w™"""' 

Zionga [-], Tentaralbo [-], Dekunda [-], Recami [26], Dodge Wind [27], Mazionga [29). Resist Contuse 1301 


Inheritance Level St Ma En Ag Lu | | 5^ > f jf ^ 


Undine Recovery 33 21 27 13 26 19 W D 

Diarama [-]. Bufula [-], Posumudi [-], Mabufula [34], Mediarama [36], Ice Boost [37] 


Inheritance Lev el St Ma En Ag Lu ^ 


I Leanan Sidhe Recovery 42 j 19 { 

CCTifu se Boost [44], Energy Shower [45], Samarecarm [46], Drv.ne Grace [47] 

I /Zap/,ae/ Recovery 53 32 38™24 33 39 R ™ n'w J 

[56] Nu ,[ Dizzy [57] M ediarahan [59] _I 

t °y Me ^ 64 41 ^47*37 39*35 " S N 

^^^ig^an^a-^-j^Vi^ous^trike [-], Recarm [-], Myriad Arrows [67], Samarecarm [68], Mediarahan [70] | 


Inheritance Level St Ma En Ag Lu U ^ Of. % ^ 


Inhetitance Level St Ma En Ag Lu % b & * f* & ^ 


| s//me Physical 2 3 2 323SW 

Red w a» (4], Fear Boost [5], Resist Physical [7] 

| Nata Taishi Physical 6 6 2 6 7; 4 S w 


[ Bash [-]. Rakunda [-], Pekunda [-]. Sonic Punch [7]. Podge Ice [8], Resist Dizzy [9], Soul Break [10] 


Inheritance Level St Ma En Ag Lu 


EJi9 ° r Physical 12 11 6 13 8 5^S w n 

Poison Skewer [•], Agi [-], Mara gi [13]. Arm Chopper [14], F ire Boost [1 5], Soul Break [16], Resis t Exhaust [17] 


* Persona 


inheritance Level St Ma En Ag Lu 


Ara Mitama Physical 

Assault Dive [-], Rakunda [-], Tarukaja [20], Sharp Student [21], Blue Wall [22], Podg e Elec [23] 


Inheritance Leve l St Ma En Ag Lu ^ sjc > 


j Ares Physical 25 18 ' 15 20 15 14 S W N 

| Gale Slash H. Counter [-], Dodge Wind [27], Rampage [28], Dekaja [29], Power Charge |30] 
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TTT11 


Triglav Physical 43 33 23 27 32 21 S W 

Heat \Wave [-}, Counterstrike (-). Makarukaja [45], Mustard Bomb [46], Null Dizzy (47], Blue VVa£{48]^owefChafgeJ49^ 


Hama Boos, [76], Me^aon 18 0|. AoaelcGracr. mi. 


Kin-ki Physical 54 41 25 53 23 27 N 

Vile Assault [-]. High Counter [-]. Gigantic Fist [56j. Seal Bomb [67], Revolution [59], Power Charge [60} 


[ BufiiJj 1 SkewefJ-] 1 Tarukaja [-], Rakunda [7], Poisma [8], Dodge 


Thor Elec 65 43 39 53 32 35 s u vv 

Ziodyne [-), Deathbound [-), High Counter [-}, Arms Master [67], Maziodyne [68], NuU Physical [691. Thunder Rjgn [70) 


Ippon-datara Dark 17 15 6 14 13 10 ^ 

A 9 jla ° 120). Rampage [21], Mudo Boost (221 


ITHi! 


Atavaka Light 72 50 41 43 41 48 « ™ " 

Mahamaon [•], Diarahan [-1. Amrila H. Brave Blade [741. Megidolaon [75). Mind Charge [76[. Arms Master [79] 


Ailment 


mg 


Poison_Mistj-] i Ag)lao [-], Nervundi [-], Poison Boost [28], 


NujlPoison [29], Soul Break [30], Maragion [32} 


Futsunushi Physical 80 59 38 61 44 45 N w 

Primal Force (-]. Power Charge H. Maiarukaja [-), Apt Pupil (82), NuU Dizzy [83], All Dance [S4], Arms Master |BS]. Firm Stance [86] 


Mothman Elec 33 20 23 17 28 18 S w R ™ 

Breath [351, Elec Break [36], Mazionga f37), Rage Boost ;381 


Ailment 


Angel Wind 4 4 5 2 • 5 3 

Garu [-], Patra [-], Hama [5], Sukukaja [6], Regenerate 1 [8], HamaBoostjg^ 


48~3” 34 _ 28^38*2™ "s - "' 

Stnke [-), Growth 2 [50). Wind Boost [51|. Red Wall (52). Resist Bee [531 


Archangel Light 11 8 9 7 7 9 ^ 

Hama [-]. Double Fangs [-], Patra [-], Media [12). Muzzle Shot [13], Sharp Student [14], Survive Dark [15] 


Principality Light . 19 , 11 , 15; 10 : 18 10 

Hama [-], Twin Shot [-], Mahama [21], Media [22], Resist Confuse [23], Survive Dark [24], Tetraja [25] 


Mamudoof^H, ^ Smite [-], Ghastly Wail [57], Bufudyne [58], Stagnant Air [59], Resist Physical [601 Ice Boost 


!-!• MW Charge [65], Mudo Boost [67], Null Light [69], Spell Master 1701 


Hama [-]. Tentarafoo [-], Mahama [-). Zionga [29|, Power Slash {30), Hama Boost (31). Survive Dark [32], NuU Confuse (33) 


Physical 


Virtue Light 33 22 29 21 19 15 " w 

Mahama [-], Garuia [-}, Posumudi [-], Fatal End [35], Blue Wall (37], Hama Boost [38], Resist Dark [39] 


Dominion Light 38 22 32 25 24 18 " vv k w 

Hamaon [-], Zionga [-), Hama Boost {40], Resist Exhaust [41], Mazionga [42], Survive Dark [43], NuU Dark [44]^ 


Hnysical 82 59 64 59 47 24 n d w n 

n Ailm « nl Boost 1841. Bee Amp [85). Revolution [86). Finn Stance |87) 


y| Hamaon [-]. Agidyne [-], Hama Boost [-3, Mind Charge 151], Regenerate 2 [531, Resist Dark [54], Endure Dark [55] 


Garulaj-^Rakukaja [-], Dodge Bee [37], Magarula [38], Auto-Sukukaia [40], Wind Boost [401 


Uriel Fire 58 35 42 37 36 31 R " w 

Maragion [-], Hamaon [-), High Counter [60], Agidyne [61], Endure Dark [62], Fire Amp [63], Null Dark [64] 


Ck>tho Wind 44 22 31 28 26 32 *' 

Magarula [-], Mutudi [-], Navas Nebula [45], Makarakam [47], Wind Boost [48], Garudyne [49], Null 


Melchizedek Recovery 66 51 46 46 34 28 

Mediarahan [-], Hamaon [-], Akasha Arts [-], Matarukaja [68], Mahamaon [69], God’s Hand [72] 


Iacfces& Wnd 51 31 39 25 34 31 s w N 

Garudyne H. Masukukaja (-], Recam, [531, Makara Break [54). Absorb Wind |55|. Red Wall [56J. Resist Exhaust t57) 
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[26], Rampage [27). Auto-Sukukaia [29], Survrre Ugh, [251 


I Ananta Physical 58 43 42 45 28 23 S D W 

Mabufula [-). White Wall [-]. Marakukaja [59}. Bufudyne [61J. Green Wall [62], Invigorate 3 [63], Null Exhaust [64] I 


I Atropos Wind 65 36 48 36 37 45 W N 

I Garudyne [-}, Wind Boost [-], Mind Charge [67], Magarudyne [68], Evade Fire [69], Wind Amp [70] 


I Norn Wind 72 42 53 31 48 46 S W Di 

| Magarudyne {-], Garudyne [-], Diarahan [-], Auto-Masuku [74], Invigorate 3 [75], Wind Amp [76], 
Insta-Heal [77], Debilitate [79] 




Sandman Wind 5 4 5 6 4 3 

| Garu [-), Pulmpa [-], Skull Cracker [6], Confuse Boost [7], Dekaja [8], Traesto [11] 


Valkyrie Ice 8 7 6 6 7 5 

| Bufu [-], Cleave [-], Rakunda [-], Media [10], Arm Chopper [11], Mabufu [12] 


Titan Elec 14 11 12 10 10 6 W S 

I Mazio [-], Skull Cracker [-], Dekunda [-], Ddoge Ice [16], Kill Rush [18], Resist Fear [19] 


I Rakshasa Physical 23 19 12 18 14 13 S w 

I Kill Rush [-], Brain Shake [-]. Counter [-], Gale Slash [25], Auto-Tarukaja [26], Dodge Physical [27], 
Power Charge [28] 




I KusiMitama Wind 28 18 21 12 19 21 W N 

Garula [-], Zionga [-], Soul Break [-], Survive Light [31], Survive Dark [32], Traesto [33], Exhaust Boost [34] I 


Physical 30 25 12 26 18 16 S N 

)l End [-], Counter [-]. Cruel Attack [-], Atom Smasher [32]. Resist Physical [33], Endure [34], Power Charge [35] I 


Physical 42 31 25 31 21 25 s N N 

| Mighty Swing [-], Rakunda [-}, Recarm [-}, Blade of Fury [44], Dodge Wind [46], Endure [47], Power Charge [48] j 

I Kali Ice 50 37 25 36 35 27 N W N | 

j Bufudyne [-], Mudoon [-], Deathbound [52], Revolution [53], High Counter [54], Power Charge [55] 


I Siegfried Physical 63 48 36 41 38 33 N S W 

Akasha Arts [-]. Power Charge [-}, Masukukaja [-], High Counter [65], Regenerate 3 [67], Rainy 
Death [68], God’s Hand [70] 


I Zaoo-Gongen Fire 90 61 48 71 47 50 « W 

Maragidyne [-], Power Charge [-], God’s Hand [-], Anima Freeze [92], Evade Physical [93], Enduring I 
Soul [94], Fire Amp [95]. Vorpal Blade [96] 
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ferftt Ph y sical 15 n 2 n^M 2 ^!^T 

naj. Brain Shake [19). Resist Confuse (201 

J Ailment 22 17 16 18 12 10 W s N 

^l£^^^^m^gvat ^ s t l 24]^oumreaft[25hPoi^n^sn26hPoi^nBoQs l |27| 

[29], Diarama [30), ReelsI Mule [31!. Dodge Physical [32), Resist toe [331 


I Orthrus Fire 39 ■ 2 , 28 M " m N w 

L^2^SS!^±2ifJ±lli-grg-ggp st t^l. Maragion [44], Null Ice [451 

Yatsufusa 

| Agitfyne(-|, Masukukaja [-]. 


Fire 49 32 33 27 36 26 HHRP 

_ | 

:~r 

(56|, Power Charge [60], Evade Physical [61 J. Absorb File )62) 

HellBiker F,re 66 49 40 40 48 28 R 

Mu doon [691, Maragidyne pOMbsorfa Fire 171], Fire Amp f 73 l 

L^l^^jull Poison [73U«gh Coenter 17 4], Evade Wind ,75). Mahamaon pm Ziodvne mx 


Fire 


Ma En Ag 


82 51 56 56 50 


■ -- OKJ HU iv R W 

[86], Maragidyne[87], Mam.[88) 


i ~ » O OWN VV 

'14 i r'V*~ ^ ' ii"' 9 * 

^^BHgtegia|pH^ [-), Wli ant Dance [15) , Rage Boos, |16). Soul Brea* (18), Exhaust Boost )19l 

1 24 *'," 1 ^ 16 ^ 25 *^" 


Persona 

i&rm 


*7^, -Lgg* - 

[39L Mu do Boost [40), Survive Light (411 ■ 

Mudoon [-]. Evil Smile (-], Tentarafoo [-), Survive Light [48), Ghastly Wail [49), Mudo Boost [50) 
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Alice _ {Dark j 72 j 39 56 33 45 44 A 

Mamudoon [-], Mudo Boost [-], Dekunda [-), Endure Light [75], Megidola [76], Mind Charge [77], Die for Me! [79] | 


Mahakala Physical 78 58 38 57 49 39 D R N 

Agidyne f-J. Myriad Arrows H, Power Charge H Mind Charge [80], Maragidyne [82J, Mamudoon [83], Fre Amp [84]. Mucks Boost [85] 


Recovery 


Mo 


Patra 


But i 


Patra 


Rakunda 


Ufa 


' y Persona 


White Rider Dark 58 49 31 37 40 24 N W - N R 

[-}, Hamaon [-]. Agidyne [60], Evade Ice [62], Mahamaon [63], Mamudoon [64], Hama Boost [66], Mudo Boost [67] | 


Sylph Wind 11 8 10 5 10 7 

Garu [-], Sukukaja [-], Me Patra [-], Regenerate 1 [12], Media [13], Magaru [14] 


Xiezhai Elec 16 14 12 9 13 7 N w . 

Zio [-], Mazio M, Rakunda [-], Makajam [17], Silence Boost [18], Rampage [19], Elec Boost [21] 


NigiMitama Recovery 23 15 16 14 15 16 w N | 

Diarama [-], Me Patra [-], Re Patra [-], Recarm [25], Invigorate 2 [26], Garuta [28], Resist Enervate [29] j 


| RUthra Light 31 22 26 21 16 15 N W J|| 

Mahama [-], Seal Bomb [-], Tetra Break [33], Hamaon [34], Dodge Elec [35], Hama Boost [36], Null Mute [37] | 


Genbu [Ice ] 40 ] 28 j 27 j 39 1 12 1 21 j n a n 

Mabufula [-], Marakukaja [-], Regenerate 2 [42], Makara Break [43], Blue Wall [44], Resist Physical [45], Evade Elec [46] | 


Seiryuu Ice 47 30 31 33 28 26 W N 

Mazionga {-], Matarunda [-], Ziodyne [49], Poison Mist [50], Elec Break [51], Elec Boost [52], Resist Exhaust [53] | 


Suzaku Fire 54 30 36 31 42 30 R w 

Maragion [-], Energy Shower [-], Masukukaja [55], Agidyne [56], Resist Ice [58], Fire Amp [59], Auto-Masuku [60] | 


Byakko Ice 62 47 32 35 49 30 w D N N 

Bufudyne [-], Deathbound [-], High Counter [-], Auto-Sukukaja [64], Amrita [66], Ice Amp [67], Mabufudyne [68] | 


Yurtungur Ailment 69 41 50 45 43 35 W D S 

Virus Wave [-], Bufudyne [-], Growth 3 [71], Mediarahan [72], Samarecarm [74], Repel Light [75] 


Vishnu Almighty 73 46 52 34 54 43 W N 

Megidolaon [-], Akasha Arts [-], Mabufudyne [-], Regenerate 3 [75], God's Hand [76], Power Charge 
[78], Angelic Grace [79] 


4’ _ 


Inheritance Level St Ma En Ag Lu If 5$C > ^ ^ 


Boost [5], Resist Fire [6], Fire Break [7] 
| Zip [-], Mudo [ -). Enervation H. Enervat e B oost [12], Su kukaja [13], Mamudo [15] 


bduniL^ice Leve l St Ma En Ag Lu ^ ajc X 


Veta ' a Ailment 19 17 10 14 l^i? s - 

Foolish Whisper]-). Ev il Touch [-1, Life Drain [2 0]. Fool Steam [ 21 1, Brain Shake [22], Ghastly WM [23|, Fear Boost [24] 


Inheritance Le vel St Ma En Ag Lu * 


Incubus Ailment 28 17 22 16 19 17 N w N ' 

jAgilao [-], Evil Smile [-], Mi nd Slice [-], Stagnant Air [30], Sp i rit Drain [32], G hastly Wail [33] 


Inheritance Le vel St Ma En Ag Lu * ^ ^ JT 


Pazuzu Dark 37 27 15! 28 29 19 R w I 

_Mudoon [■], Rakukaja [-], Bufula [-], Stagnant Air [39|, Ailmenl Boost [40], Navas Nebula 1411. Com ito„ tap, 


Inheritance Level St Ma En Ag Lu * | ^ ^ 


I Succubus Ailment 44 22 33 28 32 27 R W N 

m Spirit Drain [48], Resist Light [49], Invigorate 3 [50] 

I Ulith Elec 53 30 43 30 36 27 R w 11 

I Belphegor Elec^* 61 40 48 42 39 21 * - *o^v^n 

[Maziodyne [-], Evil Smile [-], Marakunda [63], Fear Boost [64], Old One [65], Enervate Boost [66], Elec Am p [671 


Inheritance Leve i St Ma En Ag Lu U ^ ^ 


Bel ' al Dark 68 51 31 48 40 41 

Mudoon [-). Myriad Arrows [-], Agtdyne [69], Endure Light [71], Fire Amp [72], Maragidyne 1731 


Inheritance Lev el St Ma En^ Ag Lu U t + ^ 


Beelzebub 


Fire 


81 51 57 48 50 44 


‘ M 9 udrBll,p 3 6rMer^ola 1 on M [ 8^ Chaf9e H ~ P,<mal F °"» ^ MamUd °° n ^ Ml 


I Taotie Almighty 35 20 27 30 22 13 " ' R 

C0]. Torrent Shotj41| 

r°““*"^^^^^^wihd^^^^^^ 40 32 ^ 25 20 S 

[ Abadd °n Ailment 55 43 27 50 >3 29 "ns^vvrI 

Physic^ [62] MUd0 ° n A,T0W Rah H ’ Agidyne f 66 ^ Endure Light [57], Tetra Break [60], Null 
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Ailment 


Agidyne [-], Blight [-], Power Charge [63], Makarakam [64], Absorb Physical [ 66 ], Fire Amp [67] 


Boost!-], Zonga [29[ Rakukaja [30], Null Poison[311, Null Enervate 1321 


Masakado Light 69 51 32 45 46 40 N N W W 

Mahamaon [-]. Tempest Slash [-], Myriad Arrows [71], Hama Boost [73], Arms Master [74], Enduring Soul [76] 


Resist Enervate |38], lee Boost [ 39 ) 


Yoshitsune Physical 75 52 39 49 61 34 N S R R 

Brave Blade (-]. Power Charge (-], Ziodyne [-], Heat Riser [77], Repel Elec [78], Elec Amp [79). Hassou Tobi [83] 


H, Makarakam [43], Green Wafl [44], 


Shiva Elec 80 59 48 44 54 42 D R 

Ziodyne [-]. Magarudyne [-}, Enduring Soul [-], Maziodyne (82], Spell Master (83], Megidolaon [84], 
Pralaya [87] 


Support 


nm; 


BufadyneHPo'ver Charge [-), vicious Strike [-1. Regenerate 2 [ 591 , Telra Break [60], Enduring Soul 


Tetrakam [-], Cell Breaker [-], Mamudo {-], Stagnant Air [26], Resist Light [27], Life Drain [28], Spirit Dram [29] 


[71). Null Light [72], Wind Amp (73], Evade Elec [741 


Support 


Zionga [-], Elec Boost [-], Black Spot [-], Mediarama [34], Matarukaja [35], Evade Wind [36], Divine Grace [37] 


me 


H. Tenlarafoo [78|, Maziodyne [79], Mudo Boosl [80], Slagnant Air|82| 


Fuu-ki Wind 43 25 32 34 27 18 W 

Garula [-], Torrent Shot I-], Counterstrike [-], Evade Fire [45], Apt Pupil [46], Wind Boost [47], Null Exhaust [49] 


[•]• Angetic Grace [071. Agneyastra [ 88 ], Endure Dark [ 891 , Repel Dark 1901 


Garudyne B Mustard Bomb [-]. Makarakam [-], Power Charge [52], High Counter [54] Endure [55], Magarudyne [56] 


Garuj^Puiinpa [-), Rakukaja H. Growth 1 fill, Maqaru [13], White Wall [14], Traesto 7151 


Diarama [-], Garudyne [-}, Arrow Rain [-], Amrita [60], High Counter [61], Repel Wind [62], Auto-Sukukaja [63] 


Garejat-), Maragi[-],Twin Shot[22], Growth 1 [231, Dodge Ice[25], Fire Boost[26], 


Maziodyne [-}. Auto-Mataru [-], High Counter [ 68 ], Myriad Arrows [69], Growth 2 [70], Primal Force [75] 


^gilaojj^MatggiJ-^Fire Break [-], Growth 2 [33], Maragion [34], Fire Boost [35], Evade Ice 


f36l 


Agidyne [-], Maragidyne [-], Fire Amp [-], Evade Ice [77], Growth 3 [79]^SpeHj^asterj81]^ 


Yatagarasu Support 40 28 27 22 31 19 w" "s N 

Nu l, Fear[43] GnJwth [44] D|arahan [45| Coo| Bfeezef46| 


We/e/ Almighty 87 56 57 56 49 50 S N w r 

Megidolaon [-], Maragidyne [-], God's Hand [-]. Salvation [ 88 ], Insta-Heal [90], Repel Wind [91], 
Arms Master [92], Morning Star [94] _ 


my 


Hamaon [-], Tempest Slash [-], Counterstrike [48], Euade Wind [491, Mahamaon [51], Auto-Matanj 


Andra Recovery 20 14 16 13 12 12 NW 

Media [-], Mazio [-], Sukukaja [-], Blue Wall [22], Regenerate 2 [23], Zionga [24], Dodge Wind [25] 
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DATA TABLES • PERSONAS 


SP Cost HP Cost % Critical Rate 


Illustrates how tables work. 


60 




St MaEnAgLu*k&*f' : * 


Jatayu Wind 61 38 44 35 48 25 

Gamdyne [-], Null Confuse [-). Amrita [62], Growth 3 [64], Repel Elec I65^agarudyne 1661 


Level St Ma 


EnAgLuU^&ff'*: 


Homs Recovery 68 45 48 35 45 38 

Diarahan [-], Mahamaon [-], Magarudynej-^ Ma^rukaj^^LAbsorbWind [73]^ 


St Ma En Ag Lu « to # > <T * 


Supama Wind 77 48 52 45 55 38 ; 

Garudyne [-]. Makajam [-], Evade Ice [79], Wind Amp [80], Magarudyne [81], Evade Fire [82], Elec Arrip [85) I 


Ma En Ag Lu tf 4 # > t if 


Fire 86 59 57 51 50 48 N S W N 

I Maragidyne [-], Primal Force [-], Marakukaja [-], Mahamaon [88]. High Counter [89], Spell Master 
[90], Unshaken Will [92] 



_ Light 59 38 41 37 37 31 

| Hamaon [-}, Marakakarn [-], Mudoon [-], Poison Arrow [60], Mustard Bomb [61], Megidola [62], 
Mahamaon [64], Hama Boost [65] _ . 

Trumpeter { Almighty 67 j 40 j 47, ^45: 3 7: D R R N 

Megidola [-1. Ziodyne [-1 Elec Amp [-}. Marakukaja [68]. Cool Breeze [69]. Megktolaon [70]. Debilitate [731 Heat Riser (74) 


Ma En Ag Lu U t * «£i 



Inheritance Level St 


*1- 

| M 


Michael Physical 72 45 42 43 48 45 S N w n 

Vorpal Blade [-], Megidola [-). Hamaon [-], Megidolaot^^ RepeHDark [76]>teavenj Blade [79]J 


MaEnAgLuU^Q* f" % 


Satan jAlmlght^^ 76 45 60 47 40 43 R w R 

Megidolaon H Maragidyne 1-1. Regenerate 3 [77], Invigorate 3 TO Endure light [80], Black Viper[811 Null Wnd W 


En Ag Lu * * & * 


MetaSS^ [Light 83 54 55 53 46 48 n r W 

Mahamaon [-], Heaven's Blade [-], Megidolaon [86], Repel Ice 187], RepelElec [8^Repel Fire [89] 


4 - Persona 


Inheritance Level 


St Ma En Ag Lu « to 3$C > 


Ardha Almighty 90 62 52 64 41 58 S N N 

p nm al Force [-]. God's Hand [-). Megidolaon [91], Null Dizzy [92], Auto-Rakukaja [93], Mediarahan 
[94], Angelic Grace [95], Null Physical [96] 


Ma En Ag Lu * to # > ^ 


I Lucifer Ice 93 62 69 61^ 52 ^ 51 s 

) Bufudyne [-], Brave Blade [-], Mind Charge [-], Ice Amp [94], Spell Master [95], Repel Light [96], 
Absorb Elec [98]. Victory Cry [99] 




___ Ml Almighty 91 80 80 80 80 80 S s s s s 

I Megidolaon [-]. Victory Cry [-]. Angelic Grace [-]. Mind Charge [-], Agidyne [92], Bufudyne [93], 
Ziodyne [94], Garudyne [95], Fire Amp [96], Ice Amp [97], Elec Amp [98], Wind Amp [99] 


U f j'± C- 


E[P|! 






Agi 

Deals light Fire damage to 1 foe. 

1 

40 

4 

98 

Agilao 

Deals medium Foe damage to 1 foe. 

3 

100 

8 

98 

Agidyne 

Deals heavy Fire damage to 1 foe. 

5 

160 

12 

98 

Maragi 

Deals light Fire damage to all foes. 

2 

40 

10 

95 

Maragion 

Deals medium Fire damage to all foes. 

4 

100 

16 

95 

Maragidyne 

Deals heavy Fire damage to all foes. 

6 

160 

22 

95 

Meltdown 

Deals heavy Fire damage to all foes. 

8 

180 

48 

95 

Ragnarok 

Deals severe Fire damage to 1 foe. 

0 

200 

48 

98 


Garu 
Garula 
Garudyne 
Magaru 
Magarula 
Magarudyne 
Divine Wind 
Panta Rhei 

Bufu 

Bufuia 

Bufudyne 

Mabufu 

Mabufula 

Mabufudyne 

Cocytus Pain 

Niflh eim 

Zionga 
Ziodyne 
Mazio 
i Mazionga 
Maziodyne 
Narukami 
Thunder Reign 


Deals light Wind damage to 1 foe. 

Deals medium Wind damage to 1 foe. 
Deals heavy Wind damage to 1 foe. 
Deals fight Wind damage to all foes. 
Deals medium Wind damage to all foes. 
Deals heavy Wind damage to all foes. 
Deals heavy Wind damage to all foes. 
Deals severe Wind damage to 1 foe. 

Deals light Ice damage to 1 foe. 

Deals medium Ice damage to 1 foe. 

Deals heavy Ice damage to 1 foe. 

Deals light Ice damage to all foes. 

Deals medium Ice damage to ail foes. 

Deals heavy Ice damage to all foes. 

Deals heavy Ice damage to all foes. 

Deals severe Ice dmg to 1 foe. 


Deals light Elec damage to 1 foe. 

1 

40 

4 

Deals medium Elec damage to 1 foe. 

3 

100 

8 

Deals heavy Elec damage to 1 foe. 

5 

160 

12 

Deals light Elec damage to all foes. 

2 

40 

10 

Deals medium Elec damage to all foes. 

4 

100 

16 

Deals heavy Elec damage to all foes. 

6 

160 

22 

Deals heavy Elec damage to all foes. 

8 

180 

48 

Deals severe Elec damage to 1 foe. 

0 

200 

48 
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DATA TABLES • SHELLS 


'* er #9 


Skill 

Almighty 


Megidola 
Megidolaon 
Last Resort 
Black Viper 
Morning Star 

Foul Breath 
Stagnant Air 

Life Drain 
Spirit Drain 
Life Leech 
Spirit Leech 


(CONTINUED) 


Description 


Deals heavy Almighty damage to all foes. 

Deals severe Almighty damage to all foes. 

Deals medium Almighty damage to everyone. 
Deals massive Almighty damage to 1 foe. 

Deals massive Almighty damage to all foes. 
Increases chances of all status ailments for 1 foe 
(temporary). 

Increases chances of all status ailments for all 
foes (temporary). 

Drains 1 foe's HP. 

Drains 1 foe’s SP. 

Drains a large amount of 1 foe's HP. 

Drains a large amount of 1 foe's SP. 


Rink Power SP Hit Stick 


Hama Light low chance of instant kill. 1 foe. 

Hamaon Light medium chance of instant kill, 1 toe. 

Mahama Light low chance of instant kin, all foes. 

Mahamaon Light medium chance of instant kill, an foes. 

God’s Judgment Light chance of reducing foes to 1/2 HP. 

Light instant kill to all foes with no Light 
Samsara resistance. 


Darkness: low chance of instant kill, 1 foe. 
Darkness: medium chance of instant kill. 1 foe. 
Darkness: low chance of instant kill, aH foes. 
Darkness: medium chance of instant kill, all foes 
Hell's Judgment Darkness: chance of reducing foes to 1/2 HP. 

Darkness: instant kill to all foes with no Darkness 

Die for Me! 


Mudo 

Mudoon 

Mamudo 

Mamudoon 


Pulinpa 
Tentarafoo 
Evil Touch 
Evil Smile 
Ghastly Wail 
Balzac 

Valiant Dance 
Poisma 
Poison Mist 
Soul Break 
Anima Freeze 
Enervation 
Old One 
Galgalim Eye 
Makajam 
Foolish Whisper 


Confuses 1 foe. 

Confuses all foes. 

Instills Fear in 1 foe. 

Instills Fear in ail foes. 

Instantly kills foes who are fearful. 

Enrages 1 foe. 

Enrages all foes. 

Poisons 1 foe. 

Poisons all foes. 

Exhausts 1 foe. 

Exhausts all foes. 

Enervates 1 foe. 

Enervates all foes. 

Reduces 1 foe’s HP to 1 and has a chance of 

Enervation. 

Silences 1 foe. 

Silences all foes. 


100 


8 

100 

40 

15 

100 

60 

18 

100 

30 

34 

100 

40 

48 

100 

50 

44 

100 

50 


_ 

8 

100 

40 

_ 

15 

100 

60 

. 

18 

100 

30 

_ 

34 

100 

40 

: - 

48 

100 

50 

_ 

44 

100 

50 


1 

3 

- 

5 

12 

100 

100 

40 

30 

1 

- 

5 

100 

40 

3 

_ 

12 

100 

30 

6 

. 

28 

100 

100 

1 

- 

5 

100 

40 

3 

- 

12 

100 

30 

1 

- 

5 

100 

40 

3 

- 

12 

100 

30 

1 

m 

5 

100 

40 

' 3 

- 

12 

100 

30 

1 


5 

100 

40 

3 


12 

100 

30 

5 

- 

28 

100 

40 

1 

* 

5 

100 

40 

3 

- 

12 

100 

30 
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I Bash 
Cleave 

Assault Dive 
I Sonic Punch 
Double Fangs 
Kill Rush 
Swift Strike 
I Twin Shot 
Fatal End 
Mighty Swing 
Torrent Shot 
Heat Wave 
Gigantic Fist 
Blade of Fury 
Deathbound 
I Arrow Rain 
I Akasha Arts 
Tempest Slash 
Heaven’s Blade 
Myriad Arrows 
I God’s Hand 
Pralaya 

Primal Force 
Vorpal Blade 
Power Slash 
Gale Slash 
Brave Blade 

Herculean 

Strike 

Vicious Strike 


Deals light Phys damage to 

1 foe. 

i 

60 

Mm 

6 

; Hit 

20 

*3 

40 

Deals light Phys damage to 

1 foe. 

i 

65 

5 

90 

20 

30 

Deals light Phys damage to 

1 foe. 

Deals light Phys damage to 

1 foe. 

3 

100 

8 

90 

20 

40 

2 

75 

8 

90 

25 

20 

Deals light Phys damage to 

1 foe2x. 

2 

40 

8 

90 

15 

10 

Deals light Phys damage to 1 
foe lx to 3x. 

3 

50 

10 

90 

10 

20 

Deals light Phys damage to all 
foes lx to 2x 

3 

65 

12 

80 

5 

20 

Deals light Phys damage to 

1 foe2x. 

3 

55 

10 

90 

10 

20 

Deals medium Phys damage 
tolfbe. 

4 

125 

14 

90 

20 

40 

Deals medium Phys damage 
to 1 foe. 

5 

135 

14 

90 

30 

20 

Deals medium Phys damage to 

1 foe 2x to 3x. 

5 

45 

12 

90 

8 

20 

Deals medium Phys damage 
to all foes. 

5 

125 

16 

75 

5 

15 

Deals heavy Phys damage 
to 1 foe. 

6 

330 

16 

90 

25 

40 

Medium Phys damage to all foes 
2x to 4x. 

5 

50 

18 

90 

5 

10 

Deals heavy Phys damage to 
all foes. 

6 

145 

20 

80 

5 

20 

Deals heavy Phys damage to 
all foes 2x 

6 

80 

18 

75 

5 

20 

Deals heavy Phys damage to all 
foes lx to 2x. 

7 

130 

18 

80 

5 

30 

Deals heavy Phys damage to 1 
foe lx to 2x. 

6 

90 

15 

85 

10 

10 

Deals heavy Phys damage 
tol foe. 

8 

230 

19 

90 

30 

20 

Deals heavy Phys damage to all 
foes 1xto3x. 

7 

75 

18 

85 

5 

10 

Deals severe Phys damage 
tol foe. 

8 

800 

22 

90 

15 

30 

Deals severe Phys damage to 
all foes with a high chance of 
instant kills. 

0 

220 

25 

80 

5 

0 

Deals severe Phys damage 
to 1 foe. 

8 

1100 

20 

90 

25 

15 

Deals heavy Phys damage to 
all foes. 

8 

200 

22 

80 

5 

10 

Deals medium Phys damage 
to 1 foe. 

4 

120 

8 

80 

25 

30 

Deals light Phys damage to 
all foes. 

3 

80 

12 

85 

5 

20 

Deals severe Phys damage 
to “I foe. 

7 

700 

20 

90 

20 

20 

Deals medium Phys damage 
to ail foes. 

4 

90 

16 

80 

5 

30 

Deals heavy Phys damage to 
all foes. 

6 

140 

18 

80 

5 

40 


50 
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DATA TABLES ♦ StOLLS 



(CONTINUED) 


Description 


Rank Power 


\ Black Spot 
Rainy Death 
Hassou Tobi 
Rampage 
Aeon Rain 
Agneyastra 

| Cruel Attack 
Vile Assault 


Deals light Phys damage to 
1 foe. 

Deals light Phys damage to 
1 foe. 

Deals light Phys damage to 1 foe 

with a chance of Poison. 

Deals medium Phys damage to 
1 foe with a chance of Poison. 

Deals heavy Phys damage to at! 
foes with a chance of Poison. 

Deals heavy Phys damage to all 
foes with a chance of Poison. 

Deals light Phys damage to 1 foe 

with a chance of Confusion. 

Deals medium Phys damage to all 
foes with a chance of Confusion. 
Deals light Phys damage to 1 foe 
with a chance of Rage. 

Deals medium Phys damage to 
all foes with a chance of Rage. 
Deals fight Phys damage to 1 foe 

with a chance of Silence. 

Deals medium Phys damage to 
all foes with a chance of Silence. 
Deals light Phys damage to 1 toe 
with a chance of Fear. 

Deals medium Phys damage to 
all foes lx to 2x with a chance 
of Fear. 

Deals light Phys damage to 1 foe 

with a chance of Enervation. 

Deals medium Phys damage 
to all foes with a chance of 
Enervation. 

Deals light Phys damage to 1 
foe 1 x to 3x with a chance of 
Exhaustion. 

Deals medium Phys damage 
to all foes with a chance of 
Exhaustion. 

Deals medium Phys damage 
to 1 foe. 

Deals heavy Phys damage 

to 1 foe. 

Deals light Phys damage to all 
foes 8x. 

Deals light Phys damage to all 
foes 1 x to 3x. 

Deals medium Phys damage to 
aHfoesIxtoSx. 

Deals heavy Phys damage to all 
foes lx to 3x. 

Mod Phys dmg, 1 foe. Bonus 
damage to foes that are knocked 
down. 

Hvy Phys dmg. 1 foe. Bonus 
damage to foes that are knocked 
down. 



130 

14 

130 

16 

90 

16 

60 

6 ' 

90 

14 

50 

8 

90 

14 

60 

6 

90 

14 

45 

8 

50 

16 

80 

10 

110 

16 

80 

12 

110 

16 

130 

16 

175 

20 
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Rank Description 


Dia 

Diarama 

Diarahan 

Media 

Mediarama 

Mediarahan 

Salvation 

Patra 

Me Patra 

Re Patra 

Posumudi 

Mutudi 

Nervundi 

Energy Shower 

Amrlta 

Recarm 

Samarecarm 

Recarmdra 


1 

3 

5 

3 

5 

7 

8 

1 

3 
2 
2 
1 
2 
2 

4 
2 

5 
0 


Slightly restores 1 ally's HP. 

Moderately restores 1 ally's HP. 

Fully restores 1 ally's HP. 

Slightly restores party's HP. 

Moderately restores party's HP. 

Fully restores party's HP. 

Fully restores party's HP. Cures ailments. 

Dispels Rage, Fear, and Confusion (1 ally). 

Dispels Rage, Fear, and Confusion (party). 

Recovers 1 ally from Knockdown or Dizzy status. 
Neutralizes Poison (1 ally). 

Cures Silence (1 ally). 

Cures Enervation/Exhaustion (1 ally). 

Cures Enervation/Exhaustion (party). 

Cures all ailments except Down and Death (party). 
Revives an ally with 50% HP. 

Revives an ally with full HP. 

Recovers all allies’ HP, but caster's HP falls to 1. 


Tarunda 

1 

Decreases 1 foe s Attack for 3 turns. 

. 

Matarunda 

4 

Decreases all foes' Attack for 3 turns. 

24 

Sukunda 

1 

Decreases 1 foe's Hit/Evasion rates for 3 toms. 

12 

Masukunda 

4 

Decreases all foes’ Hit/Evasion rates for 3 toms. 

24 

Rakunda 

1 

Decreases 1 foe's Defense for 3 toms. 

12 

Marakunda 

4 

Decreases all foes'Defense for 3 toms. 

24 

Dekunda 

3 

Nullifies stat penalties on party. 

10 

Tarukaja 

1 

Increases 1 ally's Attack for 3 toms. 

12 

Matarukaja 

4 

Increases party's Attack for 3 toms. 

24 

Sukukaja 

1 

Increases 1 afl/s Hit/Evasion rate for 3 toms. 

12 

Masukaja 

4 

Increases party's Hrt/Evasion rate for 3 toms. 

24 

Rakukaja 

1 

Increases 1 ally's Defense for 3 toms. 

12 

Marakukaja 

4 

Increases party's Defense for 3 toms. 

24 " ! 

Dekaja 

3 

Nullifies stat bonuses on all foes. 

10 

Heat Riser 

0 

Increases Attack, Defense, and HrtfEvasion rate (1 ally). 

1 30 

Debilitate 

0 

Decreases Attack, Defense, and Hit/Evasion rate (1 foe). 

30 

Power Charge 

6 

Doubles physical damage dealt next tom. 

29 

Mind Charge 

6 

Doubles magic damage dealt next tom. 

29 

Tetrakarn 

7 

Barrier that reflects phys dmg once. 

36 

Makarakarn 

7 

Barrier that reflects magic dmg once. 

36 

Tetra Break 

7 

Negate all foes' Tetrakarn. 

18 

Makara Break 

7 

Negate all foes' Makarakarn. 

18 

Tetraja 

5 

Nullifies instant kill attack once (1 ally). 

24 

Rebellion 

2 

Increases Critical Rate (1 ally). 

5 

Revolution 

4 

Increases Critical Rate (all). 

5 

Fire Break 

3 

Nullifies 1 foe's Fire resistance. 

15 








DATA TABLES • STOLLS 


Rank Description 


Reduces damage from Phys attacks. 
Nullifies damage from Phys attacks. 
Reflects damage from Phys attacks. 
Absorbs damage from Phys attacks. 
Reduces damage from Fire attacks. 
Nullifies damage from Fire attacks. 
Reflects damage from Fire attacks. 
Absorbs damage from Fire attacks. 
Reduces damage from Ice attacks 
Nullifies damage from Ice attacks. 
Reflects damage from Ice attacks. 

Absorbs damage from Ice attacks. 

Reduces damage from Elec attacks. 

Nullifies damage from Elec attacks. 
Reflects damage from Elec attacks. 
Absorbs damage from Elec attacks. 

Reduces damage from Wind attacks. 


Resist Physical 
Null Physical 
Repel Physical 
Absorb Physical 
Resist Fire 
Null Fire 
Repel Fire 
Absorb Fire 
Resist Ice 
Null Ice 
Repel Ice 
Absorb Ice 
Resist Elec 
Null Elec 
Repel Elec 
Absorb Elec 
I Resist Wind 


^A 

I Ice Break 
Wind Break 
Elec Break 
Red Wall 
| White Wall 
I Blue Wall 
Green Wall 
Trafuri 


;yi 


Nullifies 1 foe's Ice resistance. 

Nullifies 1 foe's Wind resistance. 
Nullifies 1 foe's Elec resistance. 
Add Fire resistance to 1 ally. 

Add Ice resistance to 1 ally. 

Add Elec resistance to 1 ally. 

Add Wind resistance to 1 ally. 
Enables escape from most battles. 


Full Analysis 
Third Eye 
Weakness Scan 
Healing Wave 
Relaxing Wave 
Enemy Radar 
Treasure Radar 
1 Certain Escape 


Reveals enemy skills when using Analyze. 

Shows whether an attack will be effective when choosing a target 

Displays one foe's weakness a! the start of battle. 

Recovers 5% HP at the end of bade. 

Recovers 5% SP at the end of bade. 

Displays foes in a wide area of the map. even In unexplored areas. 
Displays all treasures on the dungeon map. 

Allows you to escape from almost all bades. 



Null Wind 

6 

Nullifies damage from Wind attacks. 

Repel Wind 

7 

Reflects damage from Wind attacks. 

Absorb Wind 

8 

Absorbs damage from Wind attacks. 

Resist Light 

5 

Reduces chance of death from Light attacks. 

Null Light 

6 

Nullifies Light attacks. 

Repel Light 

7 

Reflects Light attacks. 

Resist Dark 

5 

Reduces chance of death from Darkness attacks. 

Null Dark 

6 

Nullifies Darkness attacks. 

Repel Dark 

7 

Reflects Darkness attacks. 

Null Confuse 

4 

Protects user from Confusion. 

Null Exhaust 

4 

Protects user from Exhaustion. 

Null Mute 

4 

Protects user from Silence. 

Null Fear 

4 

Protects user from Fear. 

Null Rage 

4 

Protects user from Rage. 

Null Poison 

4 

Protects user from Poison. 

Null Dizzy 

BS|I 

Protects user from Dizzy. 

Null Enervate 

4 

Protects user from Enervation. 

Unshaken Will 

0 

Protects user from Rage/FearfSilence/EnervatkMVConfusion. 

Dodge Physical 

2 

Doubles evasion rate against Phys attacks. 

Evade Physical 

4 

Triples evasion rate against Phys attacks. 

Dodge Fire 

2 

Doubles evasion rate against Fire attacks. 

Evade Fire 

4 

Triples evasion rate against Fire attacks. 

Dodge Ice 

2 

Doubles evasion rate against Ice attacks. 

Evade Ice 

4 

Triples evasion rate against Ice attacks. 

Dodge Wind 

2 

Doubles evasion rate against Wind attacks. 

Evade Wind 

4 

Triples evasion rate against Wind attacks. 

Dodge Elec 

2 

Doubles evasion rate against Elec attacks. 

Evade Elec 

4 

Triples evasion rate against Elec attacks. 

Angelic Grace 

7 

Doubles evasion rate against ail attacks but Light/Darkness/Almighty. 

Fire Boost 

1 

Strengthens Fire attacks by 25%. 

Fire Amp 

5 

Strengthens Fire attacks by 50%. 

Ice Boost 

1 

Strengthens Ice attacks by 25%. 

Ice Amp 

5 

Strengthens Ice attacks by 50%. 

Elec Boost 

1 

Strengthens Elec attacks by 25%. 

Elec Amp 

5 

Strengthens Elec attacks by 50%. 

Wind Boost 

1 

Strengthens Wind attacks by 25%. 

Wind Amp 

5 

Strengthens Wind attacks by 50%. 

Counter 

3 

10% chance of reflecting Phys attacks. 

Counterstrike 

4 

15% chance of reflecting Phys attacks. 

High Counter 

5 

20% chance of reflecting Phys attacks. 

Regenerate 1 

3 

Restores 2% of max HP each turn in battle. 

Regenerate 2 

5 

Restores 4% of max HP each turn in battle. 

Regenerate 3 

6 

Restores 6% of max HP each turn in battle. 

Invigorate 1 

3 

Restores 3 SP each turn in battle. 

Invigorate 2 

5 

Restores 5 SP each turn in battle. 

Invigorate 3 

6 

Restores 7 SP each turn in battle. 
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DATA TABLES 


SKILLS 


f m j r 

■» i 1 

I Growth 1 
Growth 2 
Growth 3 
Auto-Tarukaja 
Auto-Rakukaja 
Auto-Sukukaja 
Alertness 

I Sharp Student 
Apt Pupil 
Ali Dance 
Firm Stance 
Spell Master 
Arms Master 
Divine Grace 
Endure 
Enduring Soul 
Survive Light 
Survive Dark 
Auto-Maraku 
Auto-Mataru 
Auto-Masuku 
Confuse Boost 
Poison Boost 
Exhaust Boost 
| Silence Boost 
Fear Boost 
Rage Boost 
Dizzy Boost 
Enervate Boost 
Ailment Boost 
Hama Boost 
Mudo Boost 
Endure Light 
Endure Dark 
Cool Breeze 
Victory Cry 
Resist Poison 
Resist Confuse 
Resist Fear 
Resist Exhaust 


Persona gains 1/4 EXP white inactive. 

Persona gains 1/2 EXP while inactive. 

Persona gains EXP while inactive. 

Automatic Tarukaja at the start of battle. 

Automatic Rakukaja at the start of battle. 

Automatic Sukukaja at the start of battle. 

Lowers odds of being taken by surprise. 

Lowers odds of sustaining crit dmg. 

Increases user's Critical Rate. 

The Hit rate of an attacking unit is reduced by half. 

Always take half damage, but you can never dodge. 

Halves SP cost for magic skills. 

Halves HP cost for physical skills. 

Effects of healing magic are increased by 50%. 

Restores 1 HP upon death lx per battle. 

Restores all HP upon death lx per battle. 

50% chance of being revived with 1 HP if killed by Light 

50% chance of being revived with 1 HP if killed by Darkness. 

Automatic Marakukaja at start of battle. 

Automatic Matarukaja at start of battle. 

Automatic Masukukaja at start of battle. 

Increases odds of inflicting Confusion. 

Increases odds of inflicting Poison. 

Increases odds of inflicting Exhaustion. 

Increases odds of inflicting Silence. 

Increases odds of inflicting Fear. 

Increases odds of inflicting Rage- 

Increases odds of inflicting Dizzyness during a Knockdown. 
Increases odds of inflicting Enervation. 

Increases odds of inflicting any ailment 
Increases success rate of Light magic. 

Increases success rate of Dark magic. 

Automatic revival with 1 HP when kilted by Light magic. 
Automatic revival with 1 HP when killed by Darkness magic. 
Restores 8% of HP and SP after battle. 

Fully restores HP and SP after battle. 

Reduces chance of being Poisoned. 

Reduces chance of being Confused. 

Reduces chance of being Feared. 

Reduces chance of being Exhuasted. 
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ffWind of Oblivion 

Shadow Yosuke 

Wind damage to 1 foe. 

1 Bottomless Envy 

Shadow Chie 

Phys damage to 1 foe. 

I Burn to Ashes 

Shadow Yukiko 

Fire damage to all foes. 

I Shivering Rondo 

Shadow Yukiko 

Severely damages foes who are in Fear. 

I Summon 

Shadow Yukiko 

Summons the prince. 

1 Forbidden 

I Murmur 

Shadow Kanji 

Inflicts Poison on male enemies. 

I Roar of Wrath 

Shadow Kanji 

Inflicts Rage on female enemies. 

1 Fanatical Spark 

Shadow Kanji 

Elec damage to at) foes. 

I Supreme Insight 

Shadow Rise 

Analyzes all foes. 

I Nihil Hand 

Shadow Teddie 

Damages and knocks down standing foes. WHs foes that are Dizzy. 

Charges power before unleashing Evil Hand Nihil. 

I Ultra Charge 

Shadow Teddie 

I Nullity Guidance 

Shadow Teddie 

Damage/Dizzy to 1 foe. 

I Attack 

Shadow Mitsuo 

Phys damage to 1 foe (normal). 

I Whisper 

Shadow Mitsuo 

Barrier assembly stage 1. 

I Chant 

Shadow Mitsuo 

Barrier assembly stage 2. 

I Prayer 

Shadow Mitsuo 

Barrier assembly stage 3. 

I Character Setup 

Shadow Mitsuo 

Barrier assembly skill 

I Command 

Mitsuo the Hero 

Phys damage to 1 foe. 

1 Command 

Mitsuo the Hero 

Almighty damage to 1 foe. 

1 Command 

Mitsuo the Hero 

Almighty damage to afl foes (1 Morale Icons) 

I Command 

Mitsuo the Hero 

Almighty damage to all foes (2 Morale Icons) 

I Command 

Mitsuo the Hero 

Almighty damage to all foes (3 Morale loons) 

I Command 

Mitsuo the Hero 

Almighty damage to all foes (4 Morale Icons) 

I Element Zero 

Shadow Naoto 

Sets all resistant or higher affinities to normal. 

1 Mute Ray 

Shadow Naoto 

Guaranteed Phys damage/Silences 1 foe. 

1 Quad Converge 

Kuni no-sagiri 

Changes elemental resistances in battle. 

I Control 

Kuni no-sagiri 

Controls one player unit 

I Control 

Kuni no-sagiri 

Control 3 player units. 

1 Unerring Justice 

Kuni no-sagiri 

Heavy Almighty damage to afl foes. 

I Nebula Oculus 

Ameno-sagiri 

Heavy Almighty damage to all foes. 

1 Quake 

Ameno-sagiri 

Deals Almighty damage to all foes with a chance of Dizzying. 

Ame No Sagiri becomes invincible. Inflicts random effects. 

1 Bewildering Fog 

Ameno-sagiri 

Bewildering Fog 

Ameno-sagiri 

End Mist of Confusion. 

Thousand Curses 

Izanami-no-Okami 

Removes character from the battle. 

World’s End 

Izanami-no-Okami 

Deals heavy Almighty damage to all foes, inflicts Enervation. 

Terror Voice 

Izanami-no-Okami 

Guaranteed Fear to 1 foe. 

Fury of Yasogami 

Izanami-no-Okami 

tzanami normal attack. 

Summons to Yomi 

Izanami-no-Okami 

Instantly kilts units with ailments, including Down/Dizzy. 

KuroIkazuchi 

Izanami-no-Okami 

Deals moderate Almighty damage to all characters. 

Oho Ikazuchi 

Izanami-no-Okami 

Deals 999 points of Almighty damage to all characters. 
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9 EXP Yen St Ma En 

418 220 12 8 11 

Ice Elec Wind Light Dark 

- - i - \ - 1275% 


Almighty 


180 87 418 220 12 8 11 6 7 

Fire Ice Bee Wind Light Dark Almighty 

iooft i - i - 


Light Dark Almighty 


Tarukaja 


LV HP SP EXP 

10 130 34 222 

Phys Fire Ice I 

50% - . , 

Last Resort 


SP EXP Yen St Ma En Ag Lu 

23 38 180 6 3 4 6 7 

Ice Bee Wtod 03 ^ Almighty 


Phys Fire Ice 

Nui Nul Nul 

Mazio 


Wind Light Dark Almighty 


Light Dark Almighty 


Light Dark Almighty 


Phys Fire Ice Bee Wind 

- 125% Dm - 

Jdaragi, Mabufu, Mazio, Magaru, Mind Charge. Dia 


Almighty 


Arcana | Emperor 


Bronze Rems 


Arcana Hermit 


■boss skills which aren ’t listed. 


tats jj Skills Note: The bosses may sometimes use non ■ 

Resistances 

Nul Enemy nullifies damage of that element, taking 0 damage. 

Rpl Damage of this element is repelled back to the caster. 

Dm Enemy drains this element and restores its HP. 

Normal damage taken. 

Enemy is weak to the element, so will be knocked down if hit by it. The number 
indicates the damage modifier. Usually this will be greater than 100%, but it’s 
possible for the enemy to take reduced damage and still be weak to an element. 
Enemy is strong to the element 


Arcana ! Fortune 


Arcana Magician 


Materia!Drop Big Incisor 


Magician 


Arcana | Magician 
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YUKIKO’S CASTLE 







































± UA 



rcr" 

HP 

SP EXP Yen St 

Ma 

En 

Ag Lu 


nan 

120 

152 122 210 7 

10 

9 

8 9 


Phys 

Fire 

Ice Elec Wind 

Light 

Dark 

Almighty 

Resistances 

" Stags 

| Evil Touch 

Drn 

mSmSSEmm 

■Hin 




HP SP EXP Yen St Ma En Ag Lu 

160 43 142 200 6 5 6 5 8 

Fire Ice Elec Wind Light Dark Almighty 

125% Rpl - 


iT_ SECRET BA 

JVIBINO 


Material Drop j Poison Flower 

a 

rcana | En 

ipress 


LV 

HP 

SP EXP Yen St 

Ma 

En 

Lu u 

Stats 

1 10 

122 

62 61 200 10 

6 

6 

2 9 ^P v Vi!! 

11 ~7~ 

Phys 

Fire 

ice Elec Wind 

Light 

Dark 

Atmighty 1 

Resistances 

- 

125% 




Stdls ~ 

Bash 







9 Wonder Clolh Arcana \ Hierophant 


MH lv 

HP 

SP EXP Yen 

St 

Ma 

En 

Ag Lu 

6 6 

;> V S 

9Mli 

70 

22 146 180 

5 

5 

3 


Fire 

125% 

Ice Elec 

Wind 

Light 

Dark 

Nul 

Almighty 


Nul Nul 

Nul 

Nul 

Ltabufu 1 

AUTONOMIC BASAL 




WS LV 

HP 

161 

SP EXP Yen 

St Ma 

En Ag Lu 

8 2 4 

\ 

V' 

16 

13 140 220 

25 

10 

IPHMM Phys 

mtmMmi 5% 

Fire 

Ice Elec 

Wind 

125% ; 

Ught 

Dark 

Almighty 

w 

HP 

152 

88 *220 ' 220 


Ma En Ag Lu] 

nA 

17 

20 

6 

15 

10 4 

Phys 

Fire 

Ice Elec 

Wind 

Ught 

Dark 

1275% 

Almighty 

1 Single Shot I 

* • 1 

mwh'i'inmssim 


Material Drop | Curious Line 



■HM| LV 

HP 

SP EXP Yen 

St 

Ma 

En 

Ag Lu 


18 

175 

102 280 230 

13 

10 

14 

15 9 

,fs> 

PVIBH Phys 

Rre 

Ice Elec 

Wind 

Ught 

Dark 

Almighty 

rw 


- 

125% 

- 

- 




1 Hysterical Slap _1 


CRYING TABLE 


Material Drop | Brave Lu 

mber 

j Arcana | M 

agidan 


MH lv 

HP 

SP EXP Yen 

St 

Ma 

En 

Ag Lu 

/ \ 

■mhH 24 

139 

177 460 250 

12 

15 

15 

16 12 

/ N > 

IHWH Phys 

Fire 

Ice Elec 

Wind 

Ught 

Dark 

Almighty 

[8] 

IliHuititaiBi 80 % 

1 50% 

125% 50% 

50% 

- 

[ - 


“ 4 

Marakunda. Matarukaja, Magaru 






1 DANCING HAND 


Material Drop Thick Hide 

| Arcana | Magician 


■PMH LV 

HP 

SP EXP Yen 

St 

Ma 

En 

Ag Lu 

£ 

20 

135 

121 260 240 

12 

13 

8 

17 15 


I PPPRM Phys 

Rre 

Ice Elec 

Wind 

Light 

Dark 

Almighty 

M 


50% 

50% 50% 

50% 

; 

\ 



I Rebellion, Blue Wail, Stagnant Air, Balzac 






DARING GIGAS 


MaterialDrop | Proof of Spirit 

Arcana j Strength 


LV 

HP 

SP EXP Yen 

St 

Ma 

En 

Ag Lu 

W 

Wmmmm 19 

225 

46 250 230 

23 

6 

15 

15 4 

jT \ 

InMRI Phys 

Rre 

Ice Elec 

Wind 

Ught 

Dark 

Almighty 


IMaaiiiiiii 50 % 

- 

- 

125% 

_ 

- 

- 


IHE2I3B1 Sonic Punch 






W 4 | 
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DATA TABLES • SHADOWS 


a ^ & EXP Ye " S * Ma En Ag Lu 

23 206 105 660 250 14 16 18 7? “ 

Phys Fire Ice Sec Wind Ught Dart. Almighty 

■ - v - • Dr o 125% Rpl Rp| 

^Mazto, Twin Shot. Summon 


I LV HP SP EXP Yen St MaEEn Aa Tu" 

* « 67 350 260 20 10 Ta ¥ £ 

Phys Rre Ice Elec Wind Ught Dark Almighty 

| Mamudo —“ 5< % L-I 


Arcana Fortune 


!:Y ^ SP EXP Yen St Ma En 7Ag uT~ 

21 178 44 300 240 11 22 10 H 7? 

Phys Fire Ice Oec Wind Light Dark Almighty 

Last Resort 


tOLL St TWINS 
Stats 


Arcana | Hierophant 


s zjz s » n » «. g- 

^ W,nd «*>* “art. Almighty 

Red Wall, Heat Wave, Brain Shake 

rr ?r>i. -— 


I Cloth Wings 


MrY SP EXP Yen St Ma E, -^-El” 

18 .. 100 88 160 230 8 11 8 W lo 

I " ,yS ^ ^ Wind Ught Dart, Almighty 

I p uhnpa. Recarmdra, Green Wall 


” P SP BCP Yen St Ma En Ag Lu 

18 288 57 400 230 14 , 2 12 g 

Phys Rre Ice Elec Wind Ught Dari, Almighty 


( Double Fangs. Rampage 


HP SP EXP Yen 

162 189 370 240 

Rre Ice Elec 


Arcana Hermit 


| Ghastly Wail 

I LV HP 

I 18 125 

! Phys Fire 


SP 


[ Evil Touch, Summon 


HP SP EXP Yen 

92 131 220 220 

Fire Ice Elec 

Nul 300% Nul 


HP SP EXP Yen 

80 136 270 240 

Fire Ice Elec 

Nul 300% Nul 


m St 

Ma 

En 

0 7 

16 

12 

Wind 

Light 

Dark 

125% 

1275% 


n St 

“a E 

w-iim 

3 14 

12 

10 

Wind 

Ught 

Dark 

mm 

1275 '% 


n St 


En 

) 2 

16 

12 

Wind 

Ught 

Dark 

Nul 

Nul 

■H 




12 

6 

10 

Wind 

Ught 

Dark 

Nul 

Nul 

Nul 


Ag Lu 

13 12 

Almighty 


Ag Lu 

10 12 

Almighty 


Ag Lu 

14 14 

Almighty 
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STEAMY BATHHOUSE 



















































MARUK 




Dark Almighty 


14 19 22 

Dark Almighty 


Almighty 


Agilao 


Almighty 


LV HP SP I 

33 200 29 

Phys Fire Ice 

5% 125% 

Foul Breath 


Almighty 


Dark Almighty 


Almighty 


Maragion 


LV HP SP EXP 

27 163 180 470 

P*»ys Rre Ice I 

- I 50% | - [ I 

Matarukaja, Marakunda 


14 22 21 

Dark Almighty 


Arcana Hermit 


M^erialOxjp | Steel Collar 


Material Drop | Sturdy Molar 


Materia! Drop Gli ssy lasf 


Arcana Magician 


I Sharp Thom 


Material Drop | TannedHide 
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Almighty 


DATA TABLES • SHADOWS 


LV HP " SP EXP Yen St Ma En Ag — 

34 265 79 1470 290 30 18 23 2~ J® 

Phys Fire Ice Elec Wind light Dark Almighty 

Drn Drn Dm 500% Dm 


Nul 


Nul 


Material Drop 1 Zero Cloth 


Arcana GhBTiOl 


■ \i ud qp EXP Yen St Ma cn ny 

M ^ » TO 2“ 34 9 17 19 16 

Fire ice Elec Wind Light Dark Almighty 

Dm 300% Drn Nul Nul 


Phys 

Drn 


Drn 


Material Drop | 3rd Boy's Talc Arcana | Emperor 


HP SP EXP Yen 

99 20 740 280 

Fire Ice Elec 

Dm Drn Drn 


i St 

Ma 

En 

) 17 

18 

16 

Wind 

Ught 

Dark 

300% 

Nul 

Nul 


MMff SIS723R3 M&erjal I ltd GirrsTalc -I*”* Empress 


LV HP SP EXP Yen ox mu En Ag 

28 80 203 600 270 18 28 13 _ 

Phys Fire Ice Elec Wind Light Dark Almighty 

Drn Drn 400% . Drn Drn Nul Nul 

| Magarn. Bash 


SILVER DICE 


Material Drop Silver Lump 


Tv HP SP EXP Yen St Ma En Ag lu 

3 T 83 83 500 280 19 19 19 20 J? 

Phys Fire Ice Elec Wind Light Dark Almighty 


50% 

I Last Resort 


I Fashionable Dish Arcana \ Justice 


LV HP SP EXP Yen St Ma En Ag Lu 

•V) 245 440 1650 290 15 35 18 24 17 

Phys Fire Ice Elec Wind Light Dark Almighty 

Rpl 125% Rpl RP> R P' R P' Rp 

I Garuia Zionga 


i \i HP SP EXP Yen St Ma En Ag Lu 

29 ^9 “ 270 12 18 12 19 14 

Phys Fire Ice Elec Wind Light Dark Almighty 

Drn 50 % } - I ~ « ~ — 


Material Dnp I Passion Ctasp Arcana | Lovers 


LV HP SP EXP Yen St Ma En Ag 

28 209 129 520 270 19 16 12 

Phys Fire Ice Elec Wind Light Dark Almighty 

| Agilao 


TREASURE HAND Material Z>oplChesU<ey 


w R t »■ s » 5 * j» 

Phys Fire Ice Elec Wind Ugh. "mighty 


50% ‘ 


Arcana | Magician 


SP EXP Yen St Ma En Ag loT 

284 238 J100 320 13 29 32 20 23 

Phys Fire Ice Elec Wind Ught Dark Almighty 

i25% - 5o% 




HP SP EXP Yen St 

216 140 600 280 18 

Fire Ice Elec Wind Ught Dark Almighty 


125% 


1275% 


[ Diarama. Patra, Posumudi, Mutudi. Nervundi. Re Patra 


Materia!Drop Devilish Feather 


LV HP SP EXP Yen 

39 155 117 950 310 

Phys Fire Ice Elec 

I — - I - i 125% ~ 125% 

| Power Charge 


Arcana \ Hermit 


St Ma En Ag Lu 

18 28 18 30 24 

Wind Light Dark Almighty 




Materia! tkop\ Anguish Stone 


Arcana Lovers 


5% 


LV HP SP EXP Yen St Ma En Aa T,7~ 

Phim 19 ^ 72 ° 320 38 12 ^ ^ 23 

Phys Fire Ice Elec Wind Light Dark Almighty 

_ - 125% j . 


Material Drop | Blade Metal Arcana | Lovers 


HP SP EXP Yen St Ma En- aT Lu 

Ph« 1L. . ,22 °„ 21 32 " 3? £ 

Phys ice Elec Wind Light Dari. Almighty 

Garuia 


Ji/ 


LV HP SP EXP Yen St Ma En Ag Lu 

42 172 167 915 320 30 23 28 £ 2 

hyS 1M% ,CC BeC Wi " d U3ht Dart< "mighty 

Mind Slice, Life Drain 


LV HP SP EXP Yen St Ma En Ag 

pL 94 1275 340 26 20 30 29 25 

Phys Fire Ice Elec Wind Ught Dark Almighty 


ir~" *■*;■ 

LV HP SP EXP Yen St Ma En Aa Lu 

38 210 184 640 310 12 28 26 30 ^6 

Phys Fire Ice Elec Wind Light Dark "mighty 

I ~ 1 - 1 - i 5 0% 125%j^^3E 

I Diarama 


Chirping Wings 


\A 


Material Drop J Alloy Signature 


Arcana | Hierophant 


LV HP SP EXP Yen S. Ma En Ag Lu 

i 2 . 339 329 1100 320 17 29 S S a 

Phys F.re Ice Elec Wind Ught Dark Almighty 

I Megido 


MaterialOop Platinum Crown 


Arcana | Hierophant 


LV HP SP EXP Yen St Ma En Aa 

36 325 209 680 300 15 21 23 26 18 

Phys Fire Ice Bee Wind Light Dark Almighty 

I Balzac. Diarama, Mazionga. Summon 


DEPENDENT BASALT 


Dependent Iron | Arcana | Hierophant 


LV HP SP EXP Yen St Ma En Aa Lu 

36 162 23 315 300 35 14 26 To £ 

PhYS Fire Ice Elec Wind Light Dark Almighty 


5% 


1275% 1275% 
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VOID QUEST 


















































Light Dark Almighty 


Elec Wind Light Dark Almighty 

Drn nm ' 


Agilao. Maragion 


HP SP EXP Yen St 

205 76 620 300 28 

Fire Ice Elec Wind 

125% 


SP EXP Yen St Ma En Ag l!u 

178 900 320 22 28 25 26 2? 

£ Z? 'S? Uah * 


21 25 24 

Dark Almighty 


Power Stash 


Dark Almighty 


Phys Fire 

Rpl Rpl 

Bufula. Mabufula 


Almighty 


LV HP SP EXP 

46 355 246 3010 

Phys Fire Ice I 

50% 

Mind Charge. Agidyne, Null Dizzy 


Light Dark Almighty 


Almighty 


Stagnant Air. Foolish Whisper, Makajam 


24 36 12 

Dark Almighty 


Almighty 


Makarakarn, Zionga 


j 870 330 27 22 28 26 24 

Ice Elec Wind Ught Dark Almighty 

- 1 125% 1 - i - I - 1 ----- 


Phys Fire Ice 

10 % 10 % 10 % 

Navas Nebula. Null Dizzy 


Wind Ught Dark Almighty 

10% » - T - 5% 


31 25 28 27 16 

Wind Ught Dark Almighty 

Rpl Rpl 1275% 


Garudyne 


Last Resort 


HP SP EXP Yen St Ma 

2 ?P 1 14000 20 30 30 30 20 

Rre Ice Sec Wind Light Dark Almighty 

Nul Nul Nul Nul Nul Nul 300% 


Dark Almighty 


Tetrakam, Makarakarn 


40 2S4 334 855 320 Ts » “ 7 2A 

Phys F.re >tee Elec Wind Light Dark Almighty 

Jatyaia, Malafuka)a. Sukukaji, Masuka^,. Ratykag. MaamnOa. Masukunda. Ma ra k U rda 


3230 320 32 18 31 30 21 

Ice Elec Wind Light Dark Almighty 

Rpl Rpl Rpl 300% 300% 


18 29 29 

Dark Almighty 


Wind Ught Dark Almighty 


Rpl Rpl 

Foolish Whisper. Rampage 


Agilao. Maragion 


Arcana Hermit 


Materia! gyp j Rare Poncho 


| Lovers 


Arcana | Chariot 


Arcana | Hanged Man 


MatarMOnp I Steel Thorn 


Arcana | Fortune 


Materia! frap | GoldenHom 


MnamiUtkop j Guard Cloth 


Arcana | Hierophant 


VOID QUEST 































































LV HP SP EXP Yen St 

46 240 246 1450 340 27 

Phys Fire Ice Elec Wind 

Rpl 125% - - R P' 

Garudyne, Anima Freeze, Re Patra 


28 39 26 

Dark Almighty 


Dark Almighty 


Mudoon. Heat Wave Power Charge 


EXP Yen St Ma En Ag Lu 

1680 360 38 33 15 33 32 

Elec Wind light Dark Almighty 

Nul 1275% 1275°/, 


HP SP EXP Yen St 

320 164 2150 350 38 

Fire ice Elec Wind 

- 125% Rpl 

arge, Aeon Ram. Torrent Shat 


25 26 25 

Dark Almighty 


Life Leech. Spirit Dram Poisma Stagnant Air 


48 259 339 1360 350 

Phys Fire Ice Elec 

Rpi r - i Rpi i 

Ziodyne. Poisma. Blue Wall 


Dark Almighty 


LV HP SP EXP Yen 

47 358 174 1350 340 

Phys Fire Ice Elec 

- 125% Rpl Nul 

Tentarafoo, Makajam. Twin Shot 


Dark Almighty 

Nul 


Wind Light Dark Almighty 


Power Charge, Cruel Attack 


LV HP SP EXP Yen St 

54 250 455 1830 370 34 

Phys Fire Ice Elec Wind 

50% - Nul 

Magarula. Mabufula, Garula, Evil Smite 


19 36 31 

Dark Almighty 

1275% 


25 33 27 

Dark Almighty 


LV HP SP EXP Yen 

52 240 151 2490 360 

Phys Fire Ice Elec 

Nul - - 125% 

Black Spot, Herculean Stnke 


Phys Fire Ice 

% 

Tentarafoo. Poisma. Rampage 


LV HP SP EXP Yen 

50 364 127 2260 360 

Phys Fire Ice Elec 

Rpl - 125% 

Crazy Chain, Fatal End 


Ma En Ag Lu 

49 25 38 18 

ight Dark Almighty 


Wind Light Dark Almighty 


1275% 


Megidola 


i Yen St Ma En Ag Lu 

) 340 33 32 16 32 25 

Elec Wind Light Dark Almighty 

50% 50% 


LV HP SP EXP 

47 324 199 1370 

Phys Fire Ice I 

Rpl 125% 
Agidyne. Re Patra 


21 20 31 

Dark Almighty 


Dark Almighty 


Agidyne. Garudyne. Bufudyne, Ziodyne 


Valiant Dance, Evil Smile. Agidyne 


LV HP SP EXP Yen St 

53 470 87 4120 370 41 

Phys Fire Ice Elec Wind 

50% - 125% Rp| 

Mighty Swing. Hamaon. Herculean Strike 


19 35 28 

Dark Almighty 


20 34 27 

Dark Almighty 


Rebellion. Akasha Arts, Gigantic Fist High Counter 


| Emperor 


Matena! ftqp | Venomous Fang 


Arcana] Chariot 


Arcana Lovers 


Arcana \ Hierophcint 


Materia! Oaop | Insolence Steel 


Material Drop I Dogma Clasp 


Arcana | Chariot 


Arcana [Justice 


Riveted Hide 


Arcana | Hanged Man 


Material Drop ] Fur Clasp 


Arcana Fortune 


Material Drop | Demon Collar 


Material Drop 1 Hard Thom 


Arcana \ Fortune 


Arcana \ Fortune 




Material Drop 1 Proof of Passion 
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Material Oxy | Divine Bark 


Arcana] Chariot 


Arcana \ Mnged Man 


Justice 


DATA TABLES • SHADOWS 


'B 


LV HP SP EXP Yen St Ma En Ag Lu 

54 299 385 1830 370 29 43 26 34 24 

Phys Fire Ice Elec Wind Light Dark Almighty 

Rpl 50% Nul 125% 

m Zionga. Agilao. Bufula. Mind Charge, Garula^ 


Arcana H.erophan*. 


LV HP SP EXP Yen St Ma 

48 250 149 1530 350 37 28 

Fire Ice Elec Wind Light 

' V' 125% Drn 

| Stagnant Air, Mind Slice. Brain Shake 


Rpl 


i h JN DKi if MUSHA Material Drop 1 Rain Metal 


LV HP SP EXP Yen St 

51 1050 119 2050 360 39 

Phys Fire Ice Elec Wind 

300% Drn Drn Drn 

I Dodge Physical, Balzac 

*^ 

“ LV HP SP EXP Yen St 

44 110 193 I 1110 330 27 

Phys Fire Ice Elec Wind 

Drn Dm Drn 500% Drn 


En Ag Lu 

23 36 27 

Dark Almighty 


En Ag Lu 

16 37 29 

Dark Almighty 

Nul 


En Ag 

24 30 26 

Dark Almighty 

Nul 


j Garudyne. Re Patra 

wus-iiZi n _ 

LV HP SP EXP Yen St 

44 110 193 1090 330 27 

Phys Fire Ice Elec Wind 

Drn 500% Drn Drn Drn 


En Ag Lu 

28 27 27 

Dark Almighty 

Nui 


| Bufudyne 


Material Drop | Silver Signature Arcana \ Hierophant 


LV HP SP EXP Yen St Ma En Ag Lu 

48 247 405 2230 350 33 38 21 32 27 

Phys Fire Ice Elec Wind Light Dark Almighty 

50% Dm 500% 50% 50% j Nul 

j Agilao, Maragion, Dodge Ice, Balzac 


Material Drop Yellow Cord 


SP EXP Yen St Ma En Ag 

47 282 210 1410 340 32 30 15 32 29 

Phys Fire Ice Elec Wind Light Dark Almighty 

| Maragion. Heatwave. Matarukaja 


LV HP SP EXP Yen St Ma 

49 267 322 1350 350 27 38 

Phys Fire Ice Elec Wind Light 

125% - i Rpl 

[ Garula. Magarula. Old One 


En Ag Lu 

20 32 32 

Dark Almighty 

Nul 


LV 

45 

Phys 

5% ;_ 

I Valiant Dance 


HP SP EXP Yen St Ma 

170 44 1250 340 40 28 

Fire Ice Elec Wind Light 

1275% 


En Ag 

20 29 25 

Dark Almighty 


Material Drop Guard Stationery 


LV HP SP EXP Yen St 

53 212 138 1830 370 39 

Phys Fire Ice Elec Wind 

125% D m I - I \ 

Fatal End .... . 


En 

Ag Lu 

24 

41 35 

Dark 

Almighty 

Nul 



1 Sftife 
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Material Drop | Black Sheet 


HP SP EXP Yen St Ma 

455 201 3480 370 42 25 

Fire Ice Elec Wind Light 


LV 

53 

Phys 

50% 

| Power Charge. Mustard Bomb Fatal End 


En Ag Lu 

29 35 23 

Dark Almighty 


LV HP SP EXP Yen St Ma 

51 270 120 1680 360 38 27 

Phys Fire Ice Elec Wind Light 

U. Nul 1 - 1 Rpl | 250% 

| Matarukaja. Kill Rush. Poison Skewer 


Arcana Chariot 


En Ag Lu 

21 . 37 27 

Dark Almighty 


LV HP SP EXP Yen St Ma 

52 210 576 2450 360 11 55 

Phys Fire Ice Elec Wind Light 

50% 50% 50% 50% 50% 1275% 

I Ziodyne 


Arcana 1 Justice 


En Ag 

21 35 34 

Dark Almighty 

1275% 


« ^ iS T S S £ 

U9M ^ 

| Auto-Mataru, Maragion. Mabufula 


LV 

59 

Phys 

Ziodyne 

HP 

286 

Fire 

. Mazionga 

SP EXP Yen 

327 3420 390 

Ice Elec 

Dm 

_ 

St 

25 

Wind 

100 % 

Ma 

38 

Light 

En 

35 

Dark 

Ag Lu 

38 35 

Almighty 

LV 

CO 

HP 

205 

SP EXP Yen 

St 

EZ3EE3iSBH HI 

Ma En Ag Lu 

DO 

188 2770 410 

36 

34 

46 

42 33 

Almighty 

Phys 

Fire 

Ice Elec 

125% Rpl 

Wind 

Light 

Dark 


Material Drop Flame Steel 


LV HP SP EXP Yen St Ma 

57 368 173 3750 390 32 34 

Phys Fire Ice Elec Wind Light 

I 200% Drn - 

| Matarukaja. Gigantic Fist. Heat Wave 


Materia! Drop | Scorching Scale 


LV HP SP EXP Yen St 

59 234 137 2830 390 37 

Phys Fire Ice Elec Wind 

r - 1 - 1 100% f. : 

| Stagnant Air, Poisma. Life Leech 


Arcana j Chariot 


En Ag Lu 

39 40 28 

Dark Almighty 

1275% 


En Ag 

30 43 34 

Dark Almighty 


Material Dmp Blade Thom 


LV HP SP EXP Yen St 

63 587 318 4330 410 32 

Phys Fire Ice Elec Wind 

300% - Rp| 

_| Ziodyne, Maziodyne 

7777" 


En Ag 

39 42 34 I 

DaH. Almighty 

Nul 




Material &op \ Perpetual Edge Arxuna 


HP SP EXP Yen St 

320 125 3220 410 40 

Fire Ice Elec Wind 

50% 100% 

I Rainy Death. Matarukaja 


En Ag Lu 

40 45 36 

Dark Almighty 
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HP SP EXP Yen St Ma En Ag Lu 

400 271 2970 400 25 64 41 25 25 

Fire Ice Elec Wind Light Dark Almighty 

RdI RdI Rpl Rpl 1275% 1275% . 


95 2630 390 40 

Ice Elec Wind 

300% - 


Light Dark Almighty 


363 3460 400 33 37 38 41 40 

Ice Bee Wind Ught Dark Almighty 

Nul Nul 


Hamaon. Mudoon. Tetrakarn 


Mahamaon 


LV HP SP EXP Yen St Ma En Aa Lu 

«) 200 200 1 22000 40 40 40 40 40 

PHys nre Ice Elec Wind Light Dark Almighty 

Rpl Rpl Rpl Rp! Rpl 15^t 


HP SP EXP Yen St Ma En Ag Lu 

297 274 2870 400 35 49 27 47 29 

Fire Ice Elec Wind Ught Dark Almighty 

Nul - 125% 


Vile Assault, Agidyne. Red Wall. Blue Wall. Green Wall 


LV HP SP EXP Yen 

58 383 411 2940 390 

Phys Fire Ice Bee Wii 

200% - 100% - Dr 

jjratem. Makarakam. Magarudyne, Garudyne 


LV HP SP EXP Yen St Ma 

61 265 439 2850 400 21 45 

Phys Fire Ice Bee Wind Ught 

75% 125% j Dm i 50% 

Tetrakarn. Makarakam, Hamaon. Mudoon 


LV HP SP EXP Yi 

66 424 143 4690 4; 

Phys Fire Ice Bee 

90% 200% 200% 200% 

Mabufudyne. Mind Charge 


Ught Dark Almighty 

50% 50% 

Poison Arrow 


Almighty 


Matarukaja. Masukaja, Marakukaja. Matarunda, Marakunda, StagnantAir 


LV HP SP EXP 

57 344 94 2920 

Phys Fire Ice I 

200 % - 2 

Gigantic Fist. Counter 


44 424 3990 410 25 44 40 43 37 

Fire Ice Bee Wind Ught Dark Almighty 

’ - ' Dm - 1275%. 1275% 


Almighty 


Megidolaon 


LV HP SP EXP Yen St Ma En Ag Lu 

56 126 282 2650 380 33 36 33 40 33 

Phys Fire Ice Bee Wind Ught Dark Almighty 

50% r - i - i - i - ? - i - ? ~— 

Amma Freeze, Lite Drain — . 


64 325 230 3320 410 40 

Phys Fire Ice Elec Wind 

125% 50% 

Navas Nebula. Marakunda 


Ught Dark Almighty 


LV HP SP EXP 

55 161 263 2470 

Phys Fire Ice I 

50% 125% - 

Old One 


Auto-Mataru, Seal Bomb, Null Dizzy 


Elec Wind Light Dark Almighty 

125% Drn 1275% Nul 


50% 1-1-1 25% j 

Gigantic Fist. Virus Wave, Power Charge. Null Dizzy 
___ 


Mabufula. Mudoon 


Dark Almighty 

1275% 


Elec Wind Ught Dark Almighty 


Maragton, Megidola. Blue Wall. Green Wall 


Agidyne. Mar 


Material Otop 1 Cursed Stone 


Arcana Lovers 


Materia/ tkyp | Crimson Cover 


Ma te ria l Drop | Heavy Chains 


| Hierophant 


Arcana] Chariot 


MaterialDrop | Judgement Shot 


Arcana Fortune 


Arcana] Emperor 


| Platinum Reins 


MaterialDrop Biooby Hide 


MMrrU Origp | Smart Clasp 


Arcana | Magician 
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Old One. Garudyne. Magarula. 


31 44 44 

Dark Almighty 


DATA TABLES • SHADOWS 


\ 1 

LV HP SP EXP Yen St Ma En Ag 

65 694 126 4690 420 44 37 37 46 ^3 

Phvs Fire Ice Elec Wind Ught Dark Almighty 

, V Rpl Drn Rpl Drn 300% 300% 75% 


I Power Charge. Dodge Physical Null Dizzy 

1 _ _ 


RAINDROP CASTLE Material Drop 


Arcana Emperor 


LV HP SP 

58 399 309 3300 

Phys Fire 

Drn Drn 

| Agidyne. Maragidyne 


390 


Ma En Ag Lu 

, _ __ 34 36 51 29 31 

Ice Elec Wind Light Dark Almighty 

Drn Drn 100% - Nul 

Mind Charge 


Material Drop , Steel Barrel 


LV HP SP EXP Yen St Ma En Ag 

M " 113 3200 390 36 20 60 28 29 

Phys Fire Ice Elec Wind Ught Dark Almighty 

- I - I _=-L gSH .I ~ .. I ' « ■ — •- 

I Seal Bomb. Power Charge 


Material Drop Practical Cloth 


Arcana Hermit 


LV “ SP EXP Yen St Ma En Ag 

61 322 354 3010 400 27 46 36 42 - 

Phys Fire Ice Elec Wind U^t Dark Alimghty 


LV HP SP EXP Yen St 

60 228 386 2900 400 21 

Phys Fire Ice Elec Wind 

Dm 

| Maragion. Diarama 

"lnT HP SP EXP Yen St 

63 256 149 2770 400 33 

Phys Fire Ice Elec Wind 

r 1 ' - 1 - | 50% \ - 1 J 

I Diarama. Mind Slice 


Material Drop | Oracle Textile 


Ma 

31 

Light 

1275% 


Ag 

41 42 

Almighty 


LV HP SP EXP Yen St Ma En Ag uu 

1 rS 96 2940 410 55 35 48 35 22 

Fire Ice Elec Wind Light Dark Almighty 

50% 

j Vicious Strike. Counter. Null Dirry 


100 % 




Arcana Maqioa 


LV HP SP EXP Yen St Ma 

66 238 280 2580 420 46 52 

Fire Ice Elec Wind Light 

125% I k - s - J_ : - 


Phys 


LV HP SP EXP Yen 

69 268 183 4210 430 48 45 

Phys Fire Ice Elec Wind Light 

125% - -1 R PL 

Poisma. Stagnant Air. Life Leech 


En Ag I 

25 43 37 

Dark Almighty 


En Ag 

26 48 39 

Dark Almighty 

1275$ 


LV HP SP EXP Yen St 

72 278 194 3940 440 54 

phys Fure Ice Elec Wind 

50% ~ — 

I Deathbourvd. Brave Blade 

mm 


En Ag Lu 

38 47 39 

Dark Almighty 

1275% 


r # f± 


Material Drop | Cruel Thorn 


LV HP SP EXP Yen St 

73 324 285 6740 450 60 

Phys Fire Ice Elec Wind 

* • - Drn 

I Primal Force. Dodge Elec 


Material Ikop | Silver Claw 


LV HP SP EXP Yen St 

74 279 485 5470 450 26 

Phys Fire Ice Elec Wind 

| Maziodyne, Old One. Agidyne Enervate Boost 


I C!S3C3!!51uwEH 

Ma En Ag Lu 

40 45 46 32 

Ught Dark Almighty 

Nul Nul 


Ught Dark Almighty 

Nul Nul 


Materia!Drop | Golden Barrel Aroma I Chanot 


Ma En Ag Lu 

49 50 49 52 

Ught Dark Almighty 


LV HP SP EXP Yen St 

75 270 254 4560 460 52 

Phys Fire Ice Bee Wind 

Nul 150% 150% 

| Ztodyne. Maziodyne. Blue Wall 


MmetUOnp [ De ath Lump Aroma I Fortune 


LV HP SP EXP Yen St 

73 322 215 4220 450 55 

Phys Fine Ice Elec Wind 

50% - 

I Last Resort, Mind Charge. Dodge Ice. Regenerate 3 


Activated Felt 


Ma En Ag Lu 

55 40 50 38 

Ught Dark Almighty 


Arcana | Hanged Man I 


Stalls 

[ FANATIC TO WER 
Stats 


LV HP SP EXP Yen St Ma En Ag 

74 420 629 3830 450 20 54 19 52 

Phys Fire Ice Elec Wind Light Dark Almighty 

-:-i_ - - i - 1 - I - 1275% 1 275% m 

Evil Smile. Megido. Ghastly Wail Foolish Whisper 


LV 


SP EXP Yen St Ma 

69 325 422 4440 430 45 52 

Phys Fire Ice Elec Wind Ught 

50% * - 125% Nul Nul 

Magarudyne. Fooli sh Whisper. Matarukaja. Mabufudyne 


En Ag 

24 49 41 

Dark Almighty 

Nul 


Material Ckop [ Mirade Scale 


LV HP SP EXP Yen St Ma 

67 280 100 2710 420 36 45 

Phys Fire Ice Elec Wind Light 

I " 1 : 1 1 - I 125% { . 

| Ziodyne. Matarukaja. Foolish Whisper. Poisma 


En Ag 

26 48 47 

Dark Almighty 

Nul 


LV 


Phys 


254 


Fire 

50% 

| Amnta, Brave Blade 

LV HP SP 

70 9999 288 


Material [kop | Royal Blossom 


SP EXP 

170 2020 


Ice 

50% 


Elec Wind 

50% 50% 


Phys 

50% 


Materia! [kop \ Chest Key 


EXP Yen 

1 26000 


Fire Ice Elec Wind Ught 


En Ag 

27 46 

Dark Almighty 

Nul 


Arcana \ Magi. iar 


En Ag 

25 51 36 

Dark Almighty 


LV HP SP EXP Yen 

68 359 199 5880 430 

Phys Fire Ice Elec 

50% 

| Valiant Dance. Summon 


St 

Ma 

En 

Ag Lu 

44 

37 

31 

46 39 

Wind 

Ught 

Dark 

Almighty 

125% 

Rpl 

Rpl 


MAGATSU 























































DATA TABLES • SHADOWS 


'0 ±} f ± 


73 193 354 4570 450 45 45 31 

Phys Fire Ice Elec Wind Light Dark 

1275% 1275% 

| Galgalim Eye, Valiant Dance. Amrita, Rage Boost 

M B 11 m , 

LV HP SP EXP Yen St Ma En 

73 368 294 4070 440 62 50 27 

Phys Fire Ice Elec Wind Light Dark 

Nul - Nul Nul 

| Agidyne, Deathbound. Apt Pupil. Fire Boost 


Ag Lu 

50 46 

Almighty 


Ag Lu 

47 40 

Almighty 




Materia! Drop I Diamond Sheet Arcana \ Justice 


F5F 


LV HP SP EXP Yen St Ma En 

77 305 128 4920 460 57 50 31 

Phys Fire Ice Elec Wind Light Dark 

Rpl 

| High Counter, Golden Right. Blight 

SP EXP Yen St Ma En 

73 333 129 4520 440 55 33 40 

>hys Fire Ice Elec Wind Light Dark 

50% Rpl - - - Nul .1275% 

[ Akasha Arts. God's Hand. Revolution 


Ag Lu 

37 43 

Almighty 


Ag Lu 

47 33 

Almighty 



/j;\ 


HP SP EXP Yen St 

196 197 3720 420 38 

Fire Ice Elec Wind 

] - 1 - ioo% j - 

[ Valiant Dance. Rage Boost 


Material Drop •, Thunder Bead 


LV HP SP EXP Yen 

73 560 344 4320 440 

Phys Fire Ice Elec 

150% Nul Rpl Rpl 

| Bufudyne. Mabufudyne, Ice Boost 

LV HP SP EXP Yen 

72 388 139 4370 440 

Phys Fire Ice Elec 

50% ’ 50% Nul 150% 

| Matarukaja 


Ma En Ag Lu 

32 35 47 47 

Light Dark Almighty 


Bead 

IHH E233 CSSIESB I 

St 

Ma 

En 

Ag Lu 

47 

66 

32 

40 34 

Wind 

Light 

Dark 

Almighty 

Nul 

Nul 

Nul 


rnament Arcana I Justice 

i St 

Ma 

En 

Ag Lu 

51 

42 

51 

47 38 

Wind 

Light 

Dark 

Almighty 

150% 

- 

- 




LV HP SP EXP Yen St Ma En 

67 296 229 3280 420 40 42 25 

Phys Fire Ice Elec Wind Light Dark 

125% Drn 

| Maragion 

23 JE 2 SEESSHBIHI CSS 

LV HP SP EXP Yen St Ma En 

69 350 243 4940 430 50 30 40 

Phys Fire Ice Elec Wind Light Dark 

Nul 150% 150% 150% 150% 1275% 1275% 

| Rainy Death. Mynad Arrows 


LV HP SP EXP Yen St Ma En Ag Lu 

77 357 310 4760 460 70 40 38 48 24 

Phys Fire Ice Elec Wind Light Dark Almighty 

125% - Rpl Drn 


Ag Lu 

47 39 

Almighty 


Ag Lu 

47 41 

Almighty 





MAGATSU 















































DATA TABLES • SHADOWS 


LV HP SP EXP Yen St 

76 415 400 1980 460 22 

Phys Fire Ice Elec Wind 

200% Drn Drn 200% 

Mabufudyne, Maziodyne. Media. Null Dizzy 


48 55 51 42 

Light Dark Almighty 


Megtdola, Anima Freeze 


En Ag Lu 

1 51 42 

Dark Almighty 

Nui 


LV HP SP EXP Yen St Ma En Ag Lu 

79 437 149 1690 480 65 47 39 52 48 

Phys Fire Ice Elec Wind Light Dark Almighty 

... - . 250% 300% 250% 250% Nul 1275% 

Tempest Slash. Blade of Fury, Power Charge. Counter 


Vorpal Blade. Sharp Student Apt Pupil 


LV HP SP EXP Yen St Ma 

82 408 94 2080 510 65 25 

Phys Fire Ice Elec Wind Light 

- . 125% - - Nul 

Power Charge. Gotf s Hand. Counterstnke 


En Ag Lu 

48 46 26 

Dark Almighty 

Nul 


61 49 63 

Dark Almighty 

Nul 


Agidyne, Mustard Bomb. Mind Charge 


LV HP SP EXP Yen St Ma 

77 274 231 2190 270 52 45 

Phys Fire Ice Elec Wind Light 

50% - - 125% 

Gigantic Fist, Power Charge 


LV HP SP EXP Yen St Ma En Ag Lu 

72 288 206 4580 440 46 39 30 48 41 

Phys Fire Ice Elec Wind Light Dark Almighty 

Dm 125% - - - " 

Hysterical Slap. High Counter. Valiant Dance, Regenerate 3. Rage Boost 


Dark Almighty 


LV HP SP EXP Yen St Ma 

79 395 262 1500 490 52 51 

Phys Fire Ice Elec Wind Light 

250% 50% 125% 

Megidola, Counterstnke 


Dark Almighty 


Jght Dark 

Nul 1275% 


Bufudyne. Mabufudyne. Diarama 


LV HP SP EXP Yen St Ma En Ag Lu 

77 342 243 2200 460 52 42 43 50 47 

Phys Fire Ice Elec Wind Light Dark Almighty 

125% - - Nul 

Stagnant Air. Anima Freeze 


LV HP SP EXP Yen St Ma En Ag Lu 

79 262 252 1860 480 46 49 38 59 56 

Phys Fire Ice Elec Wind Light Dark Almighty 


Dark Almighty 


Poison Arrow. Matarunda. Marakunda, Amrita. Null Mute. Null Dizzy 


m Maragidyne. Magarudyne. Mabufudyne, Maziodyne. Null Dizzy 


LV HP SP EXP Yen St Ma En Ag Lu 

79 401 644 2390 480 40 67 41 55 49 

Phys Fire Ice Elec Wind Light Dark Almighty 

50% 50% 125% 50% 125% - 1275% 

Agidyne, Maragidyne. Ziodyne. Maziodyne. Mind Charge 


Elec Wind Light Dark Almighty 

125% - J - * - — 


Bufula. Mabufula. Mind Charge. Null Mute. Null Dizzy 


LV HP SP EXP Yen St 

78 358 475 2480 480 42 

Phys Fire Ice Elec Wind 

Dm 125% - 

Maragidyne, Agidyne. White Wall 


L V HP SP EXP Yen St Ma En Ag Lu 

81 246 256 2230 510 54 51 61 54 48 

Phys Fire Ice Elec Wind Light Dark Almighty 

50% : Nul Nul 

Judgment, Summon ; _ _ 


52 55 42 

Dark Almighty 


EXP Yen St Ma En Ag Lu 

2400 460 29 38 55 49 44 

, Elec Wind Light Dark Almighty 

1275% Nul 200% 


LV HP SP EXP Yen St Ma En Ag Lu 

83 100 130 8200 520 71 42 54 54 39 

Phys Fire Ice Elec Wind Light Dark Almighty 

10 % 10 % 10 % 10 % 10 % - - 200 % 

Power Charge. Primal Force. Aulo-Tarukaja. Auto-Rakukaja Sharp Student 


LV HP SP I 

76 444 169 : 

Phys Fire Ice 

Drn 200% 


Crazy Chain, Seal Bomb. Heal Wave, Null Dizzy 


Arcana 1 Justice 


HI * tilt Drop | Orichalcum 


Material Drop | Merciless Cord 


Arcana] Chariot 


Material Drop \ Flame Sheet 


Ma t eria l Dmp [ Platinum Shell 


Material Drop 1 Calm Marble 


Material Drop | Mobius Sand 


Arcana Fortune 


Arcana Lovers 


Materia! Drop \ MysteriousEye 


Material Drop | Crown of Truth 


Arcana j Hierophant 


MritrririDrop ] Silver String 


Materi al Drop] Pyroxene Fiber 


Arcana j Justice 
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DATA TABLES 


SHADOWS 



SP EXP Yen St Ma En Ag Lu 

298 1660 490 53 59 53 54 52 

Ice Elec Wind Light Dark Almighty 

300% 1275% Nul 


Phys Fire 

50% I 

Garudyne. Magarudyne Life Leech 


LV HP SP EXP Yen 

78 385 218 2060 480 

Phys Fire Ice Elec 

Rpl 200% 200% 21 

Life Leech. Spirit Leech 


59 54 31 

Dark Almighty 

1000% 


Akasha Arts. Vile Assault, Null Dizzy 


3 1720 490 45 45 43 56 44 

Ice Elec Wind Light Dark Almighty 

Dm Drn Drn * 


Stagnant Air. Foolish Whisper, Null Mute. NutiDta^ 


Dark Almighty 

1275% : ' 


Hamaon, Mahamaon. Mudoon, Mamudoon 


i EXP Yen St Ma En Ag Lu 

} 1950 470 31 58 55 46 42 

Ice Elec Wind Light Dark Almighty 


Megido. Megidola. Megtdolaon 


LV HP SP EXP Yen St 

81 521 120 2480 500 64 

Phys Fire Ice Elec Wind 

450% 450% ~.-r 

Vicious Strike, Vile Assault. Counterstrike, Null Dizzy 


Light Dark Almighty 


Ma En Ag Lu 

57 45 55 42 

ight Dark Almighty 


Matarukaja. Marakukaja 


► Yen St Ma En Ag Lu 

) 500 57 45 57 54 41 

Elec Wind Light Dark Almighty 

100% 50% - - 5% 


Material Omp 1 Ripper Horse 


Ma t e ri a lOnp I Klein Bottle 


Hermit 


Ma l a ri a l Bmp I Tyrannical Hide 


Arcana ; Hermit 


Material Drop \ Demon Cloth 


Arcana 1 Priestess 


Material Drop 1 Force Rock 


Arcana | Chariot 


Ilf riitHOtvp | Unknown Barrel 


Arcana . Chariot 


Material Heap I PlatinumGear 
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LV HP SP EXP Yen St Ma En Ag Lu 

81 308 428 1780 500 48 62 49 54 39 

Phys Fire Ice Elec Wind Ught Dark Almighty 

125% Nul - - 

| Maziodyne, Ziodyne. Mind Charge 

LV HP SP EXP Yen St Erl' Ag^fL" 

82 500 189 2660 510 50 50 50 50 50 

Phys Fire Ice Elec Wind Light Dark Almighty 

150% Rpl Rpl Rp| Rp| . . 600% 

I Last Resort 


/la\ 






LV HP SP EXP Yen St Ma En 

77 430 179 1430 470 46 35 54 

Phys Fire Ice Elec Wind Light Dark 

300% 300% 300% 300% 

I Vicious Strike 


Ag 

53 55 

Almighty 


MateriaI Drop | Forbidden Scale Arcana j Lovers 


LV HP SP EXP Yen 

81 345 259 2110 500 

Phys Fire 

50% 125% 

I Amma Freeze. Life Leech 


Ice Elec Wind Light Dark Almighty 


LV HP SP EXP Yen St 

82 307 300 2430 510 33 

Phys Fire Ice Elec Wind 

50% Drn Drn 200% 200% 


Ma En Ag Lu 

34 72 60 52 

Light Dark Almighty 

5% 


I Tetrakam. Makarakam. Matarukaja, Marakukaja. Skull Crack. Null Dizzy 


Material Drop | Soul-Death Steel Arana \ Justice 


LV HP SP EXP Yen St Ma En Ag 

82 822 133 2670 520 75 53 54 34 49 

Phys Fire Ice Elec Wind Light Dark Almighty 

Nul Nul Nul Nul Nul Nul 

I Balzac. Null Dizzy 


WRATHFUL BOOK \ M a terial Dtcp | Prophecy Orb 


I LV HP SP EXP Yen St Ma 

76 382 445 2080 460 34 58 

Phys Fire Ice Elec Wind Light 

Rpl 

| Tetrakam, Makarakarn. Megtdolaon 

T / ’ T I. 

LV HP SP EXP Yen 

1 40 35 22 50 2 2 5 

Phys Fire Ice Elec Wind Light Dark 

75% 50% - 100% 


Ag Lu 

52 43 

Almighty 


LV HP SP EXP Yen St Ma En Ag _ 

3 300 200 138 500 3 4 5 5 3 

Phys Fire Ice Elec Wind Light Dark Almighty 

50% - 100% - Nul Nul 

| Wind of Oblivion 

LV HP SP EXP Yen St Ma En Ag 

11 430 87 900 200 16 7 8 6 10 

Phys Fire Ice Elec Wind Ught Dark Almighty 

25% 125% 125% 125% 125% Nul Nul 300% 

Skewer. Poison Skewer 
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Phys Fire Ice Elec Wind Light Dark Almighty 

Nul Nul 

Sharp Student. Confuse Boost, Supreme Insight 


Wind Light Dark Almighty 

125% Nul Nul 


Bottomless Envy 


LV HP SP EXP Yen St Ma En Ag Lu 

35 5000 1500 8000 3000 29 20 30 15 20 

Phys Fire Ice Elec Wind Light Dark Almighty 

Dm - - Nul Nul 75% 

Silence Boost, Nihil Hand, Ultra Charge, Nullity Guidance 


9 10 7 

Dark Almighty 

Nul 


Sharp Student. Bum to Ashes. Shivering R^d^Si^mon 


13 12 15 

Dark Almighty 

Nul - 


0 8200 1000 46 J5 30 38 18 

Ice Elec Wind Light Dark Almighty 

25% - - Nul Nul 


LV HP SP EXP Yen St Ma En Ag Lu 

42 885 100 8060 320 32 27 32 30 21 

Phys Fire Ice Elec Wind Light Dark Almighty 


HP SP EXP Yen St 

1600 500 1800 1000 24 

Fire Ice Elec Wind 

Drn 150% 150% Nul 


Dark Almighty 


Summon, Deathbound 


45 4000 1000 9982 3000 28 30 26 28 28 

Phys Fire Ice Elec Wind Light Dark Almighty 

75% Nul Nul 7*5% 

Sharp Student. Silence Boost, Character Setup, Whisper, Chant, Prayer 


17 18 12 

Dark Almighty 

Nul 


Rebellion. Single Shot. Counter. Sha^Student 


I Tarukaja. Power Charge. 


LV HP SP EX 

45 1400 1000 0 

Phys Fire Ice 

75% 

Sharp Student, Command 


16 5 5 

Dark Almighty 

Nul - 


Elec Wind Light Dark Almighty 

Nul Nul 


Sharp Student, Forbidden Mu^ur.^R^ 


LV HP SP EXP Yen St Ma En 

47 3800 1000 10500 1000 48 30 20 

Phys Fire Ice Elec Wind Light Dar 

100% - 125% - 125% Nul Nul 


13 13 5 2 

Jght Dark Almighty 

Nul Nul 


Sharp Student 


LV HP SP EXP Yen St 

53 3070 300 12400 370 39 

Phys Fire Ice Elec Wind 

75% 90% 110% 90% 95% 

Last Resort. Power Charge. Herculean Strike 


LV HP SP 

24 800 700 

Phys Fire I 

Drn Drn 
Sharp Student 


13 13 5 2 

Jght Dark Almighty 

Nul Nul 


LV HP SP EXP Yen St Ma En Ag Lu 

55 5500 1800 14971 3000 26 34 34 25 15 

Phys Fire Ice Elec Wind Light Dark Almighty 

50% - 125% - Nul Nul 

Sharp Student, Element Zero. Mute Ray 


SP EXP Yen St 

1000 4650 1000 35 

Ice Elec Wind 

125% 75% 125% 


15 12 18 

Dark Almighty 

Nul 50% 


LV HP SP 1 

33 1012 148 i 

Phys Fire Ice 

' - 100 % 


57 4800 3000 15000 1000 50 

Phys Fire Ice Elec Wind 

75% 125% 125% 125% 75% 


38 26 13 

Dark Almighty 

Nul 


Stagnant Air. Virus Wave. 
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Agidyne. Garudyne. Bufudyne, Ziodyne, Mind Char 


96 10000 100 0 1000000 99 99 99 9? & 

Wind Ugh, Dark L,ig£ 

Nul Nul 


Fire Amp, Ice 


i/Vind Amp Elec Amp. Insta-Heal 


DATA TABLES • SHADOWS 


b * ir* 


T v rff f t ¥ 

^ ^ *** •as* *s* *"**» 

■■•wrsEm, w«« q,^ 


/^ N 

\H/ 


En Ag Lu 

55 72 55 

Dark Almighty 

Nul 


LV HP SP EXP Yen St Ma 

65 8500 2000 21623 3000 60 67 

Phys Fire Ice Elec Wind Ught 


Nul 


Nul 


Shaip Student. Quad Converge, Control, Unernng Justice 


;sis? ; : * s s 

M»ys Fire Ice Elec Wind Ugh, Dart, Aimighty 


LV HP SP EXP Yen St Ma 

67 4000 500 23000 1000 48 78 

Phys Fire Ice Elec Wind Ught 

Nul 125% Drn l'25% 125% Nul 


En Ag Lu 

18 50 30 

Dark Almighty 

Nul 125% 


SP EXP Yen St Ma 

600 124 1820 44 47 34 

Fire Ice Elec Wind Ught 

Nul 


Ag Lu 

45 44 

Almighty 


EE 


Ag Lu 

40 42 

Almighty 


LV HP SP EXP Yen St Ma 

75 3333 3333 52370 460 26 78 55 

Phys Fire Ice Elec Wind Ught Dark 

400% 50% 50% Drn 50% Nul Nul 

| Megidolaon, Tenlarafoo. High Counter 


LV HP SP EXP Yen St Ma 

73 4200 2200 27228 3000 65 55 

Phys Fire Ice Elec Wind Ught 

50% Nul 

| Sharp Student. Ailment Boost, Fear Boost. Mudo Boost 

LV HP SP EXP Yen St Ma 

75 8000 2500 28729 3000 58 66 

Phys Fire Ice Elec Wind Ught 


En 

64 

Dark 

Sharp Student, Ailment Boost. Nebula Oculus Quake. Bewildering Fog^ 


Ag Lu 

45 45 

Almighty 


Ag Lu 

72 46 

Almighty 


I £21 


LV HP SP EXP Yen St 

78 4240 100 23220 520 69 

Phys Fire Ice Elec Wind 

450% 450% 450% 450% 

Rampage 

zzaEnz 

LV HP SP EXP Yen St 

82 2000 2000 24570 520 42 

Phys Fire Ice Elec Wind 


Ma 

54 

Ught 

Nul 

Maragidyne, Megidolaon. Mahamaon, Evil Smile. Ghastly Wail 


Ag Lu 

50 51 

Almighty 


Ag Lu 

55 75 

Almighty 




Ma En Ag Lu 

87 92 80 70 

Ught Dark Almighty 

50% - - I Nul | 

[ Sharp Student. Ailment Boost, Hama Boost. Izanaml Endure 


HP SP EXP Yen St 

3500 3000 0 0 86 

Fire Ice Elec Wind 
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GSSdMOOO 7600 , 220 9? .Silence (low odds) 

k*_* i i 


Name of weapon j 


Purchase Price 


How many materials needed 
at Daidara’s to make. 




r # 


Protagonist 

Golf Club 
Musashi Shinal 
Imitation Katana 
Long Sword 
5-Iron 
lai Katana 
Bastard Sword 
Zweihander 
I Titanium Club 
I Gothic Sword 
I Myth-like Sword 
I Type-98 Gunto 
1 Edge 
I Kage-Dachi 
I Anglaise 
I Great Sword 
I Wooden Bat 
I Gaia Sword 
I Midare Hamon 
| Kakitsubata 
I Gardenia Sword 
I Krieg 

I Number One 
I Downpour Sword 
| Kenka 
Metal Bat 
I Kijintou 
I El Caliente 
I Schichisei-Ken 
I Yahiro Sword 
] Triumph 
I Tajikarao Sword 
1 Futsuno Mitama 
I Soul Crusher 
I Tsubaki-Otoshi 
I Blade of Totsuka 



600 

42 

93 - 

] 

. 

1040 

42 

98 +50 EXP 


4800 

10000 

960 

2000 

53 

60 

92 - 

92 - 

Black Lamp 

12000 

13600 

14000 

18000 

1960 

71 

95 - 

Supple Metal 

2720 

2800 

3600 

78 

88 

108 

98 +3 Agility 

92 - 

Golden Cloth 

Powered Iron 

95 +1 Endurance 

Pure Iron Lump 

20000 

4480 

4000 

130 

133 

96 +2 Agility 

94 - 

Iron Eyeball 

_T 

2400 

140 

80 - 

Silver Lump 

Nice Ornament 

24000 

4800 

145 

98 - 

27000 

5400 

152 

92+3 Strength 

30000 

6000 

172 

92 +20 HP 

Compacted Metal 

31000 

6200 

180 

94 - 

Blade Metal 

32000 

6400 

oonn 

190 

200 

84 +2 Strength 

30 +Cntical Rate up (low) 

Tungsten 


6000 

200 

88 +AII ailments (low) 

■dBBH 

36000 

37600 

38000 

40000 

7200 

7520 

7600 

8000 

210 

218 

95 ' 

94 - 

Insolence Steel 

Iron Gear 

220 

230 

92 +Silence (low odds) 

95 - 

Damascus 

Flame Steel 

Sacrilege Iron 

42000 

28000 

42000 

43600 

8400 

5600 

8400 

4000 

8720 

240 

94 +1 Luck 

248 

248 

250 

252 

50 +Critical Rate up (high) 

90 - 

30 +Critical Rate up (med) 

98 - 

3rd Boy’s Talc 

Prime Steel 

Platinum Rems 

50000 

10000 

302 

98 - 

Diamond Canine 

52000 

54000 

56000 

58000 

10400 

310 

95 ' 

Brilliant Armor 

10800 

320 

96 - 

Spark Ornament 

11200 

11600 

334 

345 

94 +5 Luck 

85 - 

. Orichalcum 

Crown of Truth 

Ripper Horse 

61600 

63600 

12320 

12720 

360 

372 

94 - 

88 +Exhaust (low) 

98 +Critical Rate up (low) 

96 +Critical Rate up (high) 

Soul-Death Steel 

. 

2000 

20000 

390 

408 

HI 
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r Yostj^‘ 






1 Monkey Wrench 

J -| 

480 

40 

90 - 

. 

1 Hunting Nata 

4000 

800 

48 

96 - 

- 

1 Kunai 

11800 

2360 

55 

95 - 

Light Iron 

I Poison Kinai 

12000 

2400 

64 

92 +Poison (low odds) 

Poison Flower 

I Reign Skinner 

I Skill Spanner 

18000 

3600 

2960 

80 

83 

98 +AII ailments (high) 

86 +40 SP 

4th Girl's Talk 

I Santou 

19600 

3920 

95 

92- 

Gray Shackle 

I Kozuka 

22000 

4400 

122 

93 - 

Hard Rock 

I Throwing Kunai 

24000 

4800 

138 

98 +2 Agility 

Haori Iron 

I Kitchen Knife 

mKM 

2360 

140 

90 +10 Strength 


I Kris Naga 

25600 

5120 

146 

94 +30 SP 

Sharp Thorn 

I Kaiken 

26400 

5280 

153 

93 - 

Steel Thorn 

1 Yashioori Dagger 

29600 

5920 

158 

88 +Confuse (low odds) 

Alluring Lily 

1 Bashin 

28000 

5600 

168 

96 - 

Alloy Signature 

I Thief Dagger 

- 

2000 

170 

74 - 

I Yashima 

30000 

6000 

174 

98 - 

Trial Obsidian 

I En-Giri 

32000 

6400 

188 

96 +Fear (low odds) 

Iron Barrel 

I Fearful Kunai 

34000 

6800 

203 

Shining Dish 

I Bloody Kunai 

37600 

7520 

216 

94 +20% Wind damage 

98 +3 Endurance 

1st Boy s Talc 

Black Sheet 

I Castilla Knife 

38000 

7600 

222 

1 Titanium Wrench 

- 

2400 

233 

80 +1 Strength 

. 

1 Ohorinomikoto 

40000 

8000 

238 

96 +Reduce Fire damage 30% 

Flame Scale 

I Flying Kato 

41600 

8320 

240 

94 +Critical Rate up (med) 

95 - 

Treasure Cloth 

Perpetual Edge 

1 Basho 

43600 

8720 

252 

I Fuuma Kotaro 

48000 

9600 

280 

98 +5 Magic 

Nightmare Sand 

I Militia Dagger 

50000 

10000 

294 

96 - 

Unthinkable Metal 

I Hatton 

52000 

10400 

311 

98 +3 to all stats 

Knowledge Staff 

I Blitz Knife 

54000 

10800 

320 

86 - 

Cruel Thom 

I Ogre Tooth 

57600 

11520 

336 

95 - 

Mobius Sand 

1 Rappa 

59600 

11920 

350 

96 - 

Sephirot Staff 

I Kashin Koji 

61600 

12320 

361 

96 +AII ailments (med odds) 

Vengeance Steel 

I Malakh 

- 

20000 

398 

98 +Evade phys (high) 


I YiSdko 






I Kyo Sensu 

HHB 

520 

36 

94 - 

. 

I Noh Fan 

11200 

2240 

74 

95 - 

L 

Silk Fan 

12400 

2480 

85 

92 - 

Cloth Wings 

I Arazuyu Fan 

13800 

2760 

89 

96 + Resist Silence 

4th Boy's Ta]c 

I Suzaku Feather 

. - 

3200 

92 

92 +50 SP 


I Tesseb 

19600 

3920 

108 

94 +4 Strength 

Passion Clasp 

I Hanachirusato 

21600 

4320 

123 

94 - 

Glossy Clasp 

I Masquerade 

23600 

4720 

134 

92- 

Tortoise Shell 

I Harlot's Mercy 


2000 

140 

60 - 

- 

[ Madam's Charm 

1 Duchess 

25600 

5120 

2560 

145 

150 

92 +Confuse (med odds) 

80 +Confuse (high odds) 

Devilish Feather 

[ inversion Fan 

26800 

5360 

150 

92 - 

Gazing Clasp 

2nd Girl's Talc 

Amagyou Fan 

I Mogan-Bue 

28000 

5600 

162 

94 +Silence (high odds) 

29600 

5920 

170 

98 - 

Azalea Cord 

Fickle Madam 

32400 

6480 

173 

95 +Rage (low odds) 

Dogma Clasp 

Akisame Fan 

25000 

5000 

180 

50 +10 Luck 

3rd Girl's Talc 

Ganar 

32000 

6400 

186 

98 - 

Fur Clasp 

Courtesia 

36400 

7280 

208 

95 +10 SP 

Smart Clasp 

Scorching Scale 

Adoradon 

37400 

7480 

218 

94 - 

Juhi Fan 

38000 

7600 

220 

92 +Resist Exhaustion 

Rare Raincoat 
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DATA TABLES • ITEMS 


Name 

Buy Sea AT Hit Effect 

Material 

Qty 

Suzumushi 

40000 8000 235 

95- 

Blessed Dish 

6 

Noblesse Oblige 

44400 8880 260 

94 - 

God Tailfeather 

4 

Hototogisu 

46000 9200 272 

92 +10 Magic 

Love Clasp 

4 

Secret Fan 

47200 9440 278 

96 - 

Golden Film 

4 

Kacho Fugetsu 

50000 10000 293 

95 +Enervate (med odds) 

Red-Gold Cord 

4 

Pieta 

51200 10240 300 

97 - 

Merciless Cord 

10 

Yume no Ukihashi 

56000 11200 328 

98 +Resist Confusion 

Forbidden Scale 

10 

Boundless Sea 

- 20000 395 

98 +Exhaust (high odds) 

[- | 


CNe 





Leather Shoes 

560 38 

94 - 

|- | 

-j 

Platform Sneaks 

7600 1520 45 

98 - 

HHBHHHHB 

- 

Shield Boots 

11200 2240 62 

92 +2 Endurance 

Hard Horn 

6 

Nanman Gusoku 

13600 2720 75 

92 +1 Agility 

Golden Dish 

10 

Punk Shoes 

20000 4000 92 

92 +Rage (low odds) 

Tough Hide 

6 

Hard Boots 

21200 4240 108 

90 +2 Strength 

Thick Hide 

10 

Adios Shoes 

- 2560 110 

82 +3 Agility 

- 

-j 

Kintabi Gusoku 

- 2000 125 

70 - 

■HHMHHH 

- 

Skill Greaves 

25600 5120 133 

90 +1 to all stats 

Rubbery Object 

6 

Cowboy Boots 

26800 5360 150 

92 - 

Sturdy Molar 

10 

Heavy Heels 

28400 5680 167 

94 j- 

Wrought Lamp 

6 

Bishamonten 

31600 6320 182 

92 - 

Jet Black Scale 

6 

Furinkazan 

33200 6640 193 

98 +Enervate (high odds) 

Platinum Crown 

6 

Steel Slippers 

- 9920 199 

87 +2 to all stats 

HpHHHHHH) 

- 

Bucking Broncos 

35600 7120 205 

92 - 

Stone Hide 

4 

Sleipnir 

37200 7440 218 

92 +5 Agility 

Stretchy Object 

6 

Amami Legs 

32800 6560 220 

80 Counter phys (high odds) 

Curious Boulder 

1 

Four Beasts 

38000 7600 225 

94 - 

Riveted Hide 

10 

Vampire Shoes 

41200 8240 243 

94 +Fear (med odds) 

Crimson Cover 

4 

Mjolnir Boots 

43600 8720 253 

92 +Critical Rate up (med) 

Cursed Stone 

6 

Nice Shoes 

- 2960 260 

78 +Evade phys (med) 

1- j 

- 

Vidar's Boots 

45200 9040 264 

94 - H 

Bloody Hide 

8 

Demon Boots 

50000 10000 296 

96 - 

Miracle Scale 

4 

Hero Legs 

51200 10240 300 

92 +4 Luck 

Snow Stone 

4 

Kehaya 

52000 10400 310 

94 +3 Magic 

Prime Hide 

4 

Gigant Fall 

55200 11040 325 

■■■■■HHHHH 

Platinum Hide 

4 

Peerless Heels 

57600 11520 338 

92 i- 

Love Scale 

4 

Judgment Boots 

59600 11920 349 

94 - 

Death Sentence 

10 

Stella Greaves 

61200 12240 362 

92 +5 Strength 

Tyrannical Hide 

10 

Red-Leaf Gusoku 

- 3360 380 

70 - 



Moses Sandals 

- 20000 412 

95 ♦Critical Rate up (high 

[- 

- 

Kant 




Folding Chair 

- 1680 45 

95{- 

- 1 

■ 

Yasogami Desk 

16000 3200 92 

90 - 

wmmmmmm 

Hi 

Iron Plate 

- 3760 113 

92 +2 Magic 

j- i 

- 

Steel Plate 

24400 4880 142 

90 - 

Heavy Iron Lump 

6 

Photon Piate 

28000 5600 158 

90 - 

Steel Collar 

10 

Hard Board 

28800 5760 162 

92 +Reduce Fire damage 20% 

Dependent Iron 

6 

Thunder Plate 

30000 6000 172 

96 +25% Elec damage 

Electric Rock 

6 

Power Plate 

31200 6240 180 

90 +3 Strength 

Chirping Wings 

10 

Alloyed Plate 

33000 6600 192 

94 - 

Super-Alloy 

4 

Bath Lid 

- 1000 198 

55 +Rage (med odds) 

_ 

HI 

Gorgon Plate 

35200 7040 205 

94 +Resist Fear 

Source Lump 

4 

Scutum 

38000 7600 220 

90 - 

Illusionary Sand 

6 
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I Barbarian Shield 
I Golden Plate 
I Demon Shield 
I Death Scudetto 
I Mega Buckler 
I Oni-Gawara 
I Sol Breaker 
I Phalanx 
I Asturias 
I Black Targe 
I Aegis Shield 
] Dullahan 
I Christ Mirror 
I Perune Plate 


I Nambu 2 
I Peacemaker 
I Raging Bull 


I Cute Assassin 

I Fuuma Bundou 

I Typhoon Claw 
I Air Break 
I Poison Claw 
I Mail Duster 
I Assault Spike 
I Gehenna Claw 
[Chain Glove 
Strega Claw 
| Pure Assassin 
Needle Spike 
[Seiryu Claw 
' Jakotsu Claw 
[Platinum Claw 
The Ripper 
Shitisei Jakotsu 
Seireiga 


40000 

42000 

43200 

45200 

48000 

54000 

54800 

56400 

58800 

60000 

62000 

64000 


32800 

38800 


+4 Endurance 

+2 Luck 

+Critical Rate up (med) 

> +Reduce Fire damage 10% 


8000 235 94 +30 HP 

8400 246 96 - 

8640 252 92 

2000 260 50 
9040 264 94 

9600 280 88 

10800 318 96 

10960 322 94 

11280 332 96 - 

11760 346 92 - 

12000 357 94 +10 Endurance 

12400 368 94 - 

12800 382 94 - 

20000 432 92 

80 95 

180 98 


+20% Elec damage 


2400 

6560 

7760 


I Algernon 

- 6000 

230 

| Crimson Dirge 

42000 8400 

240 

44 Anaconda 

43200 8640 

246 

Chrome Heart 

46800 9360 

275 

Jovian Thunder 

49200 9840 

290 

Unlimited 

50000 10000 

301 

Camel Red 

52800 10560 

310 

From Zero 

56000 11200 

325 

Athena Kiss R 

58800 11760 

342 

Judge of Hell 

62800 12560 

360 

Magatsu Kiba 

- 2000 

370 

Black Hole 

- ,20000; 

406 

TeckSe 

Spikey Punch 

800 

44 

Mewling Claw 

26000 5200 

154 

Bear Claw 

- 5760 

161 

Drunken Fist 

30000 6000 

172 


» +5 to all stats 


i +3 Luck 


32800 

36800 

37200 

40000 

41200 

43600 

46000 


54800 

56800 

58800 

60000 

62000 

62800 


6400 180 

5760 190 
6560 200 
7360 205 
7440 218 
8000 232 
8240 240 
8720 254 
9200 271 
2000 300 
8000 300 
10960 322 
11360 334 
11760 345 
12000 358 
12400 365 
12560 371 
20000 406 


> +Critical Rate up (low) 

> +Confuse (med odds) 

I +Fear (high odds) 

1 + A ^i.m ? n|(h , gh)^ 


95 - 

86 +4 Agility 

78 Counter phys (low odds) 

98 +Exhaust (med odds) 

95 +5 Strength 

94 - 


84 +Poison (high odds) 

92 - 

93 - 
92 - 
87 - 

74 - 

75 +Poison (med odds) 

86 +Rage (high odds) 

95 - 

95 - 

96 +3 Endurance 

92 - 

96 +4 Magic 

94 +Reduce magic damage 30% 


Platinum Lump 
Fixed Lump 
Jet Black Steel 

Divine Bark 
Heavy Chains 
Dignified Lump 
Scaly Lump 
Death Lump 
Golden Chains 
Platinum Shell 
Holy Gold Lump 
Platinum Gear 


: 

Steel Barrel 
- 

Fixing Bolt 

Judgement Shot 

Orb of Love 

Gold Signature 
Thunder Bead 
Golden Barrel 
Prophecy Orb 
Pure White Bead 
Bull’s Eye Shot 




Shiny Scale 


2nd Boy’s Talc 

Sharp Premolar 
Venomous Fang 
Guard Stationery 
Claw of Myth 
Thirsty Claw 
Blade Thom 


Queen's Nail 
Silver Claw 
Strength Claw 
Force Rock 
Bloody Thorn 
Mysterious Eye 
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Pretty Suit 
Tank Top 
Lace Blouse 
T-Shirt 
Long T-Shirt 
Skull T-Shirt 
Gothic Shirt 
j Chain Mail 


6800 1360 58 10 - 

- 1000 60 4 + Evade Fire (med) 

- 1000 60 24 +50 HP 

22400 4480 60 40 +Auto-Sukukaja 

7200 1440 62 12 +1 Endurance 

. 2000 72 23 +10 HP 

- 2000 75 22 +20 SP 

12800 2560 78 3 - 

14400 2880 78 16 +1 Strength 

15200 3040 78 18^1 Magic 

15600 3120 84 15 - 

16800 3360 86 8 +2 Endurance 

17800 3560 94 12 - 

32000 6400 98 40 +10 Agility 

- 10000 100 55 +50 EXP 

28000 5600 108 3 +Evade Spell (high) . 

21600 4320 114 4 + Resist Rage 

21200 4240 115 12 - 

- 2000 116 23 Counter phys (low odds) 

- 2000 118 25 +5 Magic 

31200 6240 120 3 +Evade phys (high) 

26000 5200 120 5 +100 HP 


Kevlar Vest 
Combat Dress 
Gentleman’s Tux 
Miori Shirt 
Survival Guard 
Jingi Fundoshi 
Steel Pamer 
Metal Jacket 
Lion Happi 
Charm Robe 
Battle Camisole 
Knifeproof Coat 
Doumarn 
I Ama-Gakure 
I Mandara Robe 
I Zero Kosode 
I Desperate Plate 
I Hard Bolero 
I Purple Suit 
I Armada Bustier 


Curious Line 

Wonder Cloth 


Bronze Reins 

Power String 

Magic Cross 

Karma Lamp 

Proof of Spirit 

Firm Cloth 
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I Wolf Tunic 
I Black Stone Mail 
I Knight Scale 
| Action Vest 
I Hard Armor 
I Starry Robe 
I Plate Mail 
I Paladin Armor 
I Charm Drape 
I Breeze Tutu 
I Passion Sweats 
I Haikara Shirt 
I Divine Blouse 
I Kuroito-odoshi 
Talisman Cape 
Niagra Climber 
Peach Battlesuit 
Red Battlesuit 
Uin Haori 
Hurricane Coat 
J Invincible Mail 
I Amamusha Armor 
I Mythos Robe 
] Dragon Scale 
I Amaterasu Hitoe 
I Tsukuyomi Noshi 
I Lan Ling Wang 
I Stylish Kimono 
| Rune Dress 
I Oracle Gown 
I Elint Duffle 
I Ame-agari Kesshi 
I Nubatama Suit 
I Angel Skirt 
Kikusui Awase 
1000-Stud Coat 
Komaryo Uchinugi 
Shinra Robe 
Mikagura Vest 
Kotodama Cape 
Uzume Robe 
Mizuha Armor 
Surcoat 
Sonidori Wear 
i Vomi Sleeves 
Opera Coat 
Emery Meisen 
Lorica Hamata 
Full Jin-Baori 
Haten Robe 
Godly Robe 


24800 

4960 

130 

14 - 

24000 

4800 

132 

11 - 

25600 

5120 

142 

8 - 

26400 

5280 

144 

5 - 

28000 

5600 

156 

16 +Reduce phys damage 10% 

28400 

5680 

160 

11 - 

29800 

5960 

161 

3 - 

- 

2000 

166 

4 + Evade phys (low) 

mm ~ 

2000 

167 

24 +5 Endurance 

32600 

6520 

188 

14 + Reduce Wind damage 20% 

34000 

6800 

190 

18 +Auto-Tarukaja 

- 

6960 

194 

20 +50 EXP 

35600 

7120 

204 

8 - 

36800 

7360 

206 

4 - 

42000 

8400 

210 

3 +Evade Spell (low) 

38400 

7680 

210 

3; +Auto-Rakukaja 

- 

2000 

211 

4 +Evade phys (low) 

- 

2000 

216 

26 +Reduce phys damage 20% 

39200 

7840 

222 

8 +Resist Confusion 

40000 

8000 

228 

14 +Reduce Wind damage 20% 

40000 

8000 

232 

8 - : \ i 

41200 

8240 

236 

3 ^Resist Dizzy 

42000 

8400 

240 

16 - 

42800 

8560 

245 

11 - 

mi 

2000 

251 

29 Counter phys (med odds) 

-i 

2000 

254 

26 +5 to all stats 

44000 

8800 

255 

12 - 

45800 

9160 

258 

15 - 

46000 

9200 

270 

14 +4 to all stats 

47200 

9440 

270 

17 +40 HP 

48800 

9760 

274 

8 - 

48000 

9600 

280 

8 +Reduce phys damage 30% 


2000 

280 

32 - 


50000 

49200 

52000 

52800 

53200 

54400 


10000 285 12 


9840 287 

10400 302 
10560 304 
10640 308 
10880 310 
- 12720 310 
54800 10960 314 
54000 10800 315 
11600 315 


56800 

56000 

59600 

58000 

60000 

61200 


11360 324 
11200 325 
11920 338 
11600 340 
12000 350 
12240 352 
20000 375 


4 - 

11 - 

13 - 

14 + Resist Enervation 
19 +Resist Poison 

33 +100 HP 
12 - 
12 - 

32 +100 SP 

18 - 


Idle Stone Iron 

6 

r 

M 

Sheet Metal 

6 

M 

Steel Reins 

id 

F 

> Fashionable Dish 

6 

B 

Anguish Stone 

6 

F 

Golden Horn 

6 

M 



M 



F 

j Light String 

4 

F 

Proof of Fight 

10 

M 

- 

- 

B 

Proof of Passion 

6 

F 

Demon Collar 

6 

M 

Bushy Fur 

4 

B 

1st Girl's Talc 

1 

M 

. ' 

- 

F 

, _ 

. 

M 

Cascade String 

1 

F 

i Black Reins 

4 

M 

Power Rock 

8 

F 

Rain Metal 

r 

M 

Golden Sand 

6 

F 

Porcelain Statue 

4 

M 


- 

F 


- 

M 

Mink Fur 

10 

F 

Practical Cloth 

101 

M 

Ayantshiki 

10 

F 

Oracle Textile 

6 

M 

Hemp Cloth 

6 

F 

Cascade Metal 

r 

M 


- 

M 

\ 

- 

F 

Royal Blossom 

6 

F 

Calm Marble 

6 

M 

Thought Cross 

4 

M 

Oguruma Brocade 

6 

F 

Formidable Proof 

4 

M 

Word String 

4 

F 

- 

- 

F 

Flame Sheet 

4 

F 

Diamond Sheet 

6 

M 



M 

Klein Bottle 

4 

F 

Demon Cloth 

4 

M 

Unknowable Fiber 

10 

F 

Unknown Barrel 

10 

M 

Pyroxene Fiber 

10 

M 

Silver String 

10 

F 1 

- 

- 

B 
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Name 

Buy 

Sea Materia/ 

Qty Effect 

Wristwatch 

- 

560 - 


Plain Ring 


720 - 

-j- 

Aluminum Badge 

- 

20 - 

bmhhhbhbhbhhhhhh 

Hair Band 


120 - 

1 -1- 

Spiral Earrings 

WKSm 

1280 - 


Silver Locket 


560 - 

-i~.~ , 

Bear Ears 

- 

80 - 


Fire Vow 

- 

120 - 

- Increases Fire damage by 10%. 

Flame Vow 

. 

160 - 

- Increases Fire damage by 20%. 

Blaze Vow 

. 

200 - 

- Increases Fire damage by 30%. 

Inferno Vow 

. 

320 - 

- Increases Fire damage by 40%. 

Kagutsuchi Vow 

Ice Vow 


400 - 

- Increases Fire damage by 50%. 

- 

120 - 

- Increases Ice damage by 10%. 

Snow Vow 

. 

160 - 

- Increases Ice damage by 20% 

Blizzard Vow 

imam 

200 - 

- Increases Ice damage by 30%. 

Icicle Vow 

. 

320 - 

- Increases Ice damage by 40%. 

Kuraokami Vow 

MHl 

400 - 

- Increases Ice damage by 50%. 

Wind Vow 

. 

120 - 

- Increases Wind damage by 10%. 

Gust Vow 

MHf 

160 - 

- Increases Wind damage by 20%. 

Storm Vow 


200 - 

- Increases Wind damage by 30% 

Gale Vow 

SH 

320 - 

- Increases Wind damage by 40%. 

Shinatobe Vow 

_] 

400 - 

- Increases Wind damage by 50% 

Thunder Vow 

- 

120 - 

- Increases Electricity damage by 10%. 

Spark Vow 


160 - 

- Increases Electricity damage by 20%. 

Volt Vow 

Ihmi 

200 - 

- Increases Electricity damage by 30% 

Lightning Vow 

- 

320 - 

- Increases Electricity damage by 40%. 

Takefutsu Vow 

M 

400 - 

- Increases Electricity damage by 50%. 

Fire Pin 


120 - 

- Reduces Fire damage by 10%. 

Flame Pin 


160 - 

- Reduces Fire damage by 20%. 

Blaze Pin 


200 - 

- Reduces Fire damage by 30% 

Inferno Pin 

wgm 

320 - 

- Reduces Fire damage by 40%. 

Kagutsuchi Pin 


400 - 

- Reduces Fire damage by 50%. 

Ice Pin 

■BHB8 

120 - 

- Reduces Ice damage by 10%. 

Snow Pin 

- 

160 - 

- Reduces Ice damage by 20% 

Blizzard Pin 

: 5 V. 

200 - 

- Reduces Ice damage by 30%. 

Icicle Pin 

. 

320 - 

- Reduces Ice damage by 40%. 

Kuraokami Pin 

n -■/ r 

400 - 

- Reduces Ice damage by 50%. 

Wind Pin 

- 

120 - 

- Reduces Wind damage by 10%. 

Gust Pin 

- 

160 - 

- Reduces Wind damage by 20%. 

Storm Pin 


200 - 

- Reduces Wind damage by 30%. 

Gale Pin 

M| 

320 - 

- Reduces Wind damage by 40%. 

Shinatobe Pin 

- 

400 - 

- Reduces Wind damage by 50%. 

Thunder Pin 


120 - 

- Reduces Electricity damage by 10%. 
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Spark Pin 
Volt Pin 
Ughtning Pin 
Takefutsu Pin 
Disinfectant 
Tranquil Buddha 
Bravery Vessel 
Healthy Recipe 
Kid's Hachimaki 
Cool Beads 
Safety Belt 
Disguise Mask 
Gas Mask 
Confusion Hat 
Bold Ball 
Healthy Homa 
Pitch Pipes 
Frozen Rose 
Alarm Clock 
Mask of Truth 
Book of Ruin 
Book of Serenity 
Book of the Void 
White Feather 
Black Feather 
Falcon Eye 
Eagle Eye 
Fire Suppressor 
Eye of Flame 
Ice Suppressor 
Eye of Ice 
Wind Suppressor 
Eye of Wind 
Volt Suppressor 
Eye of Thunder 
Omnipotent Orb 
Cat Whisker 
Revenge Ring 
Reprisal Chain 
Retribution Mask 
Land Badge 
Earth Badge 
Space Badge 
Mage’s Mark 
Sorcerer’s Mark 
Wizard's Mark 
Awareness Note 
Sigma Drive 
Omega Drive 
Barbaric Bracers 
Divine Pillar 
Chakra Ring 
Rudra Ring 
Blessed Hands 
Patient Collar 
Rebirth Prophecy 


18000 

18000 

18000 

18000 

18000 

18000 

18000 

18000 


12000 

12000 


30000 


25000 

30000 

25000 

30000 


30000 


40000 


160 

200 - 

320 - 

400 - 

3600 Beard Fiber 

3600 Safety Angle 

3600 Brave Lumber 

3600 Paleograph 

3600 Guard Cloth 

3600 Quiet Bouquet 

3600 Ruinous Crown 

3600 Decorative Stone 

4000 - 

4000 - 

4000 - 

4000 - 

4000 - 

4000 - 

4000 - 

4000 - 

5000 - 

5000 - 

5000 - 

2400 Crystal of Light 

2400 Black Signature 

1000 - 

1000 - 
200 - 
400 - 
200 - 
400 - 
200 - 
400 - 
200 - 
400 - 
2000 - 
1000 - 

6000 Selfish Ornament 

6000 - 

6000 - 

5000 Life Collar 

6000 III Will Claw 

7000 - 

5000 Magic Cloth 

6000 Silver Fox Fur 

7000 - 

2000 - 

6000 Platinum Fur 

2000 - 
2000 - 
2000 - 
2000 - 

2000 - 

8000 Activated Felt 
2000 - 

2000 - 


10 


10 


Reduces Electricity damage by 20%. 

- Reduces Electricity damage by 30%. 

- Reduces Electricity damage by 40%. 

- Reduces Electricity damage by 50%. 

10 Reduces the chance of Poison. 

10 Reduces the chance of Confusion. 

10 Reduces the chance of Fear. 

10 Reduces the chance of Exhaustion. 
i 0 Reduces the chance of Enervation. 

0 Reduces the chance of Rage. 

0 Reduces the chance of Dizzy. 

0 Reduces the chance of Silence. 

- Prevents Poison. 

- Prevents Confusion. 

- Prevents Fear. 

- Prevents Exhaustion 

- Prevents Enervation. 

- Prevents Rage. 

- Prevents Dizzy. 

- Prevents Silence. 

- Status ailments last half as long. 

- Status ailments are recovered in one turn 

- Nullifies Rage. Fear. Silence. Enervation, and Confusion. 
0 Increases resistance to Light. 

3 Increases resistance to Dark. 

- Raises Evasion Rate to physical attacks. 

- Greatly raises Evasion Rate to physical attacks. 

- Raises Evasion Rate to Fire attacks. 

- Greatly raises Evasion Rate to Fire attacks. 

- Raises Evasion Rate to Ice attacks. 

- Greatly raises Evasion Rate to Ice attacks. 

- Raises Evasion Rate to Wind attacks. 

- Greatly raises Evasion Rate to Wind attacks. 

■ Raises Evasion Rate to Electric attacks. 

• Greatly raises Evasion Rate to Electric attacks. 

■ Nullifies all attacks except Almighty. 

■ Raises Evasion Rate to magic attacks. 

1 10% chance of countering a physical attack. 

Grants a 15% chance of countering a physical attack. 
Grants a 20% chance of countering a physical attack 
Restores 2% of HP at the start of wearer s turn in battle. 
Restores 4% of HP at the start of wearer's turn in battle. 
Restores 6% of HP at the start of wearer's turn in battle. 
Restores 3 SP at the start of wearer’s turn in battle. 
Restores 5 SP at the start of wearer’s turn in battle. 
Restores 7 SP at the start of wearer's turn in battle. 
Lowers the enemy's chance of having a preemptive attack. 
Lowers chances of being critically hit 
Increases chances of dealing critical hits. 

Doubles chances of dodging attacks. 

Halves damage taken, but cannot dodge. 

Halves SP cost when using magic skills 
Halves HP cost when using physical skills. 

Increases effects of healing spells by 50%. 

Restores 1 HP when HP reaches 0. One use. 

Fully restores HP when HP reaches 0. One use. 
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DATA TABLES • ITEMS 




Headband 

Power Belt 
Power Tasuki 

Spirit Hachimaki 


Increases Strength by 1. 

Increases Strength by 2. 

Increases Strength by 3. 

Increases Strength by 4. 


Power Muscle 

- 600 - 

- Increases Strength by 10. 

Lizard Charm 

3000 600 Big Incisor 

1 Increases Magic by 1. 

Crow Charm 

- 600 - 

- Increases Magic by 2. 

Bat Charm 

- 600 - 

- Increases Magic by 3. 

Black Cat Charm 

- 600 - 

- Increases Magic by 4. 

Witch Charm 

15000 3000 

10 Increases Magic by 5. 

Demon Charm 

- 600 - 

- Increases Magic by 10. 

Amulet 

3000 600 - 

- Increases Endurance by 1 . 

Talisman 

- 600 - 

- Increases Endurance by 2. 

Guard Amulet 

- 600 - 

- Increases Endurance by 3. 

Iron Charm 

- 600 - 

- Increases Endurance by 4. 

Guard Rosary 

15000 3000 Hard Thom 

10 Increases Endurance by 5. 

Defense Essence 

.- 600 - 

- Increases Endurance by 10. 

Feather Strap 

3000 600 Moustache Fiber 

10 Increases Agility by 1 . 

Wing Strap 

- 600 - 

- Increases Agility by 2. 

Flight Strap 

- 600 - 

- Increases Agility by 3. 

Steed Strap 

- 600 - 

- Increases Agility by 4. 

Pegasus Strap 

15000 3000 Mental Thread 

10 Increases Agility by 5. 

Speed Star 

Lucky Coin 

- 6C0 - 

- Increases Agility by 10. . .... Tm _ 

3000 600 Black Lamp 

20 Increases Luck by 1. 

Rabbit Foot 

- 600 - 

- Increases Luck by 2. 

Silver Spoon 

- 600 - 

- Increases Luck by 3. 

Maneki Neko 

- 600 - 

- Increases Luck by 4 

Wooden Ebisu 

15000 3000 Yellow Cord 

10 Increases Luck by 5. 

Lucky Seven 

Feng Shut Brace 

- 600 - 

- Increases Luck by 10 

9000 1800 Bronze Reins 

10 All stats are increased by 1. 

Kimyaku Brace 

- 1000 - 

- All stats are increased by 2 

Ryumyaku Brace 

- 1000 - 

- All stats are increased by 3. 

Reisen Brace 

- 1000 - 

- All stats are increased by 4. 

Ouryu Brace 

30000 6000 Torrent Gear 

10 All stats are increased by 5. 

God’s Love 

- 1000 - 

- All stats are increased by 10. 

Vigor Fob 

12000 2400 Big Incisor 

10 Increases max HP by 10%. 

Life Fob 

25000 5000 Living Metal 

10 Increases max HP by 20%. 

Amaterasu Fob 

- 2000 - 

- Increases max HP by 30%. 

Plum Potpourri 

Soul Potpourri 

12000^2400* idea Paper 

25000 5000 Invincible Felt 

10 Increases max SP by 10%. 

10 Increases max SP by 20%. 


I Portrait Medal 

I Paper Armband 
I Bead Ring 
I Partial Award 
I Reader King 
I Macho Medal 
I Fluffy Muffler 
I Leather Keychain 
I Silver Bangle 
I Handmade Watch 
I Rugged Ring 
I Fancy Mini-Car 
I Hand-Knit Mitten 


- A medal given to you by Nanako. Increases Strength by 5. 

- A bracelet given to you by Nanako. Increases all stats by 5.J 

- A ring given to you by Nanako. Increases Evasion against magic. I 

- Nanako’s certificate. Restores 1 HP when HP reaches 0. One use. J 

- Proof of a well-read individual. Increases Magic by 10. 

- Reminder of a night with the guys. Increases physical resistance. I 

- A Christmas present from Chie. Increases Ice resistance. 

- A Christmas present from Yukiko. Increases Fire resistance. 

- A Christmas present from Rise. Increases max SP by 50%. ] 

- A Christmas present from Naoto. Increases chances of status effects I 

- A Christmas present from Ai. Increases effects of healing spells. 

- A Christmas present from Yumi. Increases success rate of Mudo spells j 

- A Christmas present from Ayane. Increases success rate 
of Hama spells. 
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I Revival Bead 

L t 


1950 390 4/11 Revives an ally, and restores 50% 

f 




■ Peach Seed 

. 

10 


1 Medicine 

850 

170 

4/11 

■ Ointment 

1600 

320 

5/18 

■ Antibiotic Gel 

2900 

580 

6/24 

1 Life Slone 

. 

1000 


■ Bead 

- 

5000 


1 Value Medicine 

1900 

380 

4/11 

1 Medical Kit 

3400 

680 

5/18 

■ Macca Leaf 

6400 

1280 

6/24 

1 Bead Chain 

. 

4000 


1 Soul Drop 


10 


1 Snuff Soul 


2000 


1 Chewing Soul 

. 

5000 


1 Soul Food 

_ 

8000 


I Revival Bead 

1950 

390 

4/11 

1 Balm of Life 

4850 

970 

6/24 

I Royal Jelly 

450 

90 

4/24 

1 Dokudami Tea 

450 

90 

4/11 

I Mouthwash 

450 

90 

4/24 

I Sedative 

450 

90 

4/24 

I Stimulant 

450 

90 

4/20 

I Goho-M 

950 

190 

4/18 

I Vanish Bail 

950 

190 

4/20 

Soma 

- 10000 

mi 

Amrita Soda 


4000 

< 

Hiranya 

. 

1600 

( 

Muscle Drink 

. 

10 

f 

Odd Morsel 


10 

f 

Rancid Gravy 

. 

To 

F 

Moon Tsukubame 

■■jl 




&***& Desorption 


Restores 20 HP to an ally. 

Restores 50 HP to an ally. 

Restores 100 HP to an ally. 

Restores 200 HP to an ally. 

Restores 30% of an ally’s max HP 
Fully restores an ally’s HP. 

Restores 50 HP to all allies. 

Restores 100 HP to all allies. 

Restores 200 HP to all allies. 

Fully restores party’s HP 
Restores 10 SP to an ally. 

Restores 50 SP to an ally. 

Restores 100 SP to an ally. 

Pully restores an ally’s SP. 

Revives an ally, and restores 50% of HP. 
Revives an ally, and fully restores HP 
Cures Enervation and Exhaustion (1 ally) 
Cures Poison (1 ally). 

Cures Silence (1 ally). 

Cures Rage, Fear, and Confusion (1 ally). 
Cures Dizzy and Down (1 ally ) 

Leave the dungeon. 


Magic Mirror 
Physical Mirror 
Assault Signal 
Super Sonic 
Diamond Shield 
Purifying Water 
Purifying Salt 
Firecracker 
San-zun Tama 
Ice Cube 


w coi-afjiiiy a udiue (some battles are 

inescapable). 

Fully restores party’s HP and SP. 

9. UTOS M ailmen 's besides Down and Unconscious (party) 
Cures all ailments besides Down and Unconscious (1 ally) 

■S Ra 9 e si!™* 


unconscious. y 

Barrier that reflects magic one time (1 ally) 
Barrier that reflects phys atk one time (1 ally). 
Briefly raises the entire party’s strength. 

Briefly raises the entire party's evasion/hit rate. 
Briefly raises the entire party's defense 
Nullifies stat bonuses (all foes). 

Nullifies stat penalties (party). 

Deals 50 points of Fire damage to 1 enemy. 
Deals 50 points of Fire damage to all enemies 
Deals 50 points of Ice damage to 1 enemy. 
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DATA TABLES • ITEMS 




>ry Ice 
'inwheel 
'ashichi 
ell Lightning 
"esla Coil 
imart Bomb 
;egaki Rice 
^urse Paper 
■lell Magatama 
Cyclone Magatama 
r rost Magatama 
\rc Magatama 
Homunculus 
3hest Key 
Junes Lunch 
Steak Skewer DX 
Amagi Manju 
Mom's Lunch 
Mini Mechavator 
Sample Food Set 
Cough Drop 
Meat Gum 
Quelorie Magic 
Bone Senbei 
Milk Chocolate 
Yummy Gummy 
Taler Longs 
TaPSoda 
Prize Sticker 
Super Croquette 
Steak Croquette 
Steak Skewer 
Dr. Salt NEO 
Second Maid 
The Natural 
Orange Smash 
Yukiko’s Lunch 
Chie's Muffin 
Naoto's Candy 
Pulsating Stone 
Mystical Scarab 
Olympic Tape 
Uplifting Radio 
Spirit Radio 
Diet Food 
Slimming Food 
Heavy Soup 
Giant Candy 
Wasabi Jelly 
Herbal Pill 
Longevity Pill 


170 Deals 50 points of Ice damage to all enemies. 

90 Deals 50 points of Wind damage to 1 enemy. 

- 170 Deals 50 points of Wind damage to all enemies. 

90 Deals 50 points of Elec damage to 1 enemy. 

170 Deals 50 points of Elec damage to all enemies 

250 Deals 100 points of non-elemental damage to all enemies. I 

- 170 Casts Hamaon on 1 enemy 

- 170 Casts Mudoon on 1 enemy. 

- 800 Deals 150 points of Fire damage to 1 enemy 

- 800 Deals 150 points of Wind damage to 1 enemy 
800 Deals 150 points of Ice damage to 1 enemy. 

- 800 Deals 150 points of Elec damage to 1 enemy. 

- 1600 Protects self from instant death skills. 

- 1000 A key to open locked treasure chests 

90 Junes' bento given to you by Yosuke. Restores 100 HP to an ally_ 

- 250 A secret menu item that Chie gave you. Fully restores an ally s HP 

20 Special Amagi Inn manju Yukiko gave you. Fully restores an ally s HP. 

- 330 A gorgeous bento that Kanji gave you. Fully restores an ally s HP 

- 440 Naoto’s handmade gadget. One-use item that fully restores an ally s SP. 

10 Teddie gave you this plate of appetizers. Restores 100 HP to an ally. 

10 A cough drop Yosuke gave you. Restores 10 SP to an ally. 

- 10 A pack of Gum Chie gave you. Restores 25 HP to an ally 

40 Healthy beverage Yukiko gave you. Restores 25 HP to an ally 

20 Snack made by Kanji’s mother Restores 10 HP to an ally 

10 Candy given to you by Naoto. Restores 10 SP to an ally. 

10 Cute little candies Teddie gave you. Restores 10 SP to an ally. 

20 Deep red gemstone. 

120 20 Old-fashioned Fizzy beverage Restores 10 SP to an ally 

- A sticker from Tanaka's Amazing Commodities. Mail in three for a pnze. 
100 10 Souzai Daigaku's special croquette. Restores 50 HP to an ally. 

150 20 A Souzai Daigaku specialty Restores 25 HP to an ally. 

320 40 The signature dish of Souzai Daigaku. Restores 50 HP to an ally. 

20 An intensely carbonated beverage Restores 5 SP to an ally. 

20 A cold beverage that got heated. Restores 5 SP to an ally. 

20 “Inaba's essence is in this can ." Restores 5 SP to an ally. 

120 20 A refreshing citrus beverage. Restores 10 HP to an ally 

600 Bento made with affection. Restores all of an ally s SP. 

- 600 A lovely, tasty muffin Chie gave you. Restores all of an ally s SP. 

- 600 Chocolate filled with love. Restores all of an ally’s SP ■:v. 

- 400 A stone that warms up when held. Restores 100 SP to an ally. 

- 1600 A charm that Sofue gave you. Restores all of an ally s SP. : 

- 1600 You received this as a gift. Raises party s evasion/hit rate. 

- 1600 You received this as a gift. Raises the party s strength. 

1600 You received this as a gift. Restores all of an ally s SP 

100 Low calorie, and low in nutrition. Restores 50 HP to an ally 

- 100 The sight of it kills your appetite. Restores 50 HP to an ally. 

100 Soup that is chock full of fat. Restores 50 HP to an ally 

- 100 A golf ball-sized jawbreaker. Restores 50 HP to an ally. 

- 100 It's dessert that hurts. Restores 50 HP to an ally. 

100 Weeds from a mountain. All-natural! Restores 50 HP to an ally 

- 100 Taking it regularly may extend life. Restores 50 HP to an ally. 


I Quest Hems 

| Angel Statue 
I Demon Statue 
I Ritz Wire 
I Trio Wig 
I Fitting Board 
I Old Key 
I Suspicious Pole 
I Coal 

I Reflecting Board 

I Crooked Cross 
J Grand Horn 
I Flower Brooch 
1 Charmed Veil 
I Eternal Lamp 
I Leaf Pochette 
I Culurium 
I Crystal Ball 
I Fine Coal 
I High-Speed Gear 
I Branch Headband 
I Training Shell 
I Animal Guide 
I Classy Lumber 
I Old Ore 
I Modest Lamp 
| Mori Ranmaru 

I Fishing 

I Guardian 
I Huge Fish 
I Inaba Trout 
I Amber Seema 
I Genji Ayu 
I Red Goldfish 
I Bait 


•tn M, T e .>! Uden - 1 !r0m y° ur ctess asked you to find this statue " 

- 10 A student from p las ® fo0 ^ Building 2F asked you to find this statue. 

- 0 ^L^BuildingjF asked y ou to findttSj^Z 

10 An elderly man from the riverbed asked you to find this wig 

in a Tf ! S -rffir* from Pract,ce Building 2F asked you to find this 

- 0 An elderly fady a, the Hood plain asked you to find fl* key & 

in Int s < r' assr °° m Buildln S 2F fig y°u to find this 

■ 0 ST Sh0pP ' n9 distriel asked y™ to find this coal 

1 * a ! ?,!!.“! from Practice Building 2F asked you to find this * 

' ® I? * s,udent from y° ur class asked you to find this cross. 

1 n « ” ® dert y wlfe ln the stropping district asked you to find this horn 

- 0 A girl at the flood plain asked you to find this brooch. 

in a tvaiS S,Udenl from your class asked you to find this veil 

" in a" 1 y T" 31 fl ° 0d plain asked you lo find lhis 'amp 

• «Sl at the fl0 ° d Plain asked you to find this pochette 

in a 6aC ? erClassraom Building 2F asked you to find this metal 

- ^ ' 
in ir derty man ln lhe shopping district asked you to find this coal 

‘ 0 ^; aasfcd emfiom Classroom Ru,Id,ng IF 

10 A girl at the riverbed asked you to find this headband 

in sah ° 0 JP nnci P al on Classroom Bldg. 3F asked you to find this shell 

” ’ * male student from your class asked you to find this book 

' n a fe 7 lea ! adent fr °rn Practice Building 2F asked you to find this 
10 An"ei? S , ' ^ Praclice Bu ‘ ldln a IF asked you to find this ' 

0 A n^ d y »H! a n n £ the n0Od plain asked y° u 10 r,nd th 's lamp 

- A man at the flood plain asked you to find this sake. 

4 nnn ™ B d ° SS , feh ° f Sam egawa. Restores all of an ally's SP. 

- 800 This long fish is tough to catch. Restores all of an ally's HP 

- 240 An unusually active fish. Restores 100 HP to an ally. 

*-00 An unusually slimy fish. Restores 50 HP to an ally 
160 An annoyingly bright fish. Restores 25 HP to an ally 

- 80 An abnormally cute fish. Restores 10 HP to an ally 

- Bait that all fish are quite attracted to. 
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DATA TABLES • ITEMS 


r^T/- 

1st Boy's Talc 
1st Girl's Talc 
2nd Boy's Talc 
2nd Girl’s Talc 
3rd Boy's Talc 
3rd Girl's Talc 
4th Boy’s Talc 
4th Girl’s Tajc 
Activated Felt 
Alloy Signature 
Alluring Lily 
Anguish Stone 
Ayanishiki 
Azalea Cord 
Beard Fiber 
Big Incisor 
Black Lamp 
Black Reins 
Black Sheet 
Black Signature 
Blade Metal 
Blade Thorn 
Blessed Dish 
Bloody Hide 
Bloody Thorn 
Brave Lumber 
Brilliant Armor 
Bronze Rems 
Bull’s-Eye Shot 
Bushy Fur 
Calm Marble 
Cascade Metal 
Cascade String 
Chirping Wings 
Claw of Myth 
Cloth Wings 
Compacted Metal 
Crimson Cover 
Crown of Truth 
Cruel Thorn 
Crystal of Light 
Curious Boulder 
Curious Line 
Cursed Stone 
Damascus 
Death Lump 
Death Sentence 
Decorative Stone 
Demon Cloth 
Demon Collar 
Dependent Iron 
Devilish Feather 
Diamond Canine 
Diamond Sheet 
Dignified Lump 


' b ±ir± 


Rainy Brother 1 
Rainy Sister 1 
Rainy Brother 2 
Rainy Sister 2 
Rainy Brother 3 
Rainy Sister 3 
Rainy Brother 4 
Rainy Sister 4 
Earnest Carothy 
Blue Sigil 
Avarice Bambino 
Anguish Basalt 
Blossom Nyogo 
Inviting Nyogo 
Egotistical King 
Lying Hablene 
Black Raven 
Hell Knight 
Wicked Turret 
Green Sigil 
Ardent Dancer 
Chaos Cyclops 
Light Balance 
Jotun of Blood 
Rebellious Cyclops 
Crying Table 
Battle Wheel 
Avenger Knight 
Berserk Turret 
Mach Wheel 
Vehement Idol 
Rain Wind Musha 
Rainbow Twins 
Blind Cupid 
Mythical Gigas 
Monopolizing Cupid 
Monomaniac Fuzz 
Maniacal Book 
Grudge Tower 
Brilliant Cyclops 
Devoted Cupid 
Rainy Castle 
Cloudgiri Pot 
Curse Dice 
Dominating Machine 
Death Dice 
Eternal Eagle 
Tranquil Idol 
Phantom Hero 
Mighty Beast 
Dependent Basalt 
Amenti Raven 
Agitating Hablerie 
Harmony Giant 
Great King 


330 

Divine Bark 

Angry Table 

400 ■ 

330 

Dogma Clasp 

Dogmatic Tower 

350 ■ 

330 

Electric Rock 

Almighty Hand 

320 1 

320 

Fashionable Dish 

Sky Balance 

290 I 

280 

Firm Cloth 

Pursuing Pesce 

230 1 

270 

Fixed Lump 

Order Giant 

370 I 

220 

Fixing Bolt 

Killer Drive 

390 1 

240 

Flame Scale 

Finicky Papillon 

380 I 

450 

Flame Sheet 

Spastic Turret 

460 1 

320 

Flame Steel 

Brave Wheel 

390 1 

320 

Forbidden Scale 

Stoic Snake 

500 1 

320 

Force Rock 

Primitive Idol 

470 9 

410 

Formidable Proof 

Immortal Gigas 

440 1 

340 

Fur Clasp 

Elegant Mother 

370 9 

250 

Gazing Clasp 

Fate Seeker 

320 1 

180 

Glossy Clasp 

Killing Hand 

290 1 

180 

God Tailfeather 

Jupiter Eagle 

420 1 

380 

Gold Signature 

Purple Sigil 

440 I 

370 

Golden Barrel 

Conceited Panzer 

460 I 

410 

Golden Chains 

Minotaur II 

460 I 

330 

Golden Cloth 

Phantom Mage 

210 1 

410 

Golden Dish 

Heat Balance 

220 I 

400 

Golden Film 

Noble Seeker 

450 I 

420 

Golden Flom 

Strength Beetle 

3201 

500 

Golden Sand 

Perpetual Sand 

3801 

250 

Gray Shackle 

Killer Twins 

2501 

440 

Guard Cloth 

Protective Rexy 

340 I 

220 

Guard Stationery 

Truth Pesce 

370 I 

500 

Haori Iron 

Venus Eagle 

2801 

360 

Hard Horn 

Burning Beetle 

210 9 

420 

Hard Rock 

Creation Relic 

260 1 

420 

Hard Thorn 

Fierce Cyclops 

370 1 

350 

Heavy Chains 

Minotaur IV 

420 I 

310 

Heavy Iron Lump 

Liberating Idol 

280 1 

390 

Hemp Cloth 

Natural Dancer 

410 I 

230 

Holy Gold Lump 

Doom Sword 

480 I 

330 

Idea Paper 

Calme Pesce 

180 I 

390 

Idle Stone Iron 

Idle Basalt 

270 1 

480 

III Will Claw 

Crazy Twins 

460 I 

450 

Illusionary Sand 

Flowing Sand 

3401 

400 

Insolence Steel 

Insolent Basalt 

340 I 

300 

Invincible Felt 

Successful Junshi 

510 1 

230 

Iron Barrel 

Dismayed Panzer 

350 I 

400 

Iron Eyeball 

Death Seeker 

2701 

380 

Iron Gear 

Wild Drive 

360 I 

450 

Jet Black Scale 

Lustful Snake 

300 I 

490 

Jet Black Steel 

Dark Eagle 

390 I 

240 

Judgement Shot 

Hallowed Turret 

4201 

480 

Karma Lamp 

Vicious Raven 

240 

360 

Klein Bottle 

Mistress Pot 

480 

300 

Knowledge Staff 

Reformed Okina 

450 

310 

Life Collar 

Nizam Beast 

230 

420 

Light Iron 

Magic Hand 

190 

460 

Light String 

Platinum Dice 

3301 

430 

Living Metal 

Grand Magus 

480 
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I Love Clasp 
| Love Scale 
I Magic Cloth 
I Magic Cross 
I Mental Thread 
I Merciless Cord 
I Mink Fur 
I Miracle Scale 
I Mobius Sand 
I Moustache Fiber 
I Mysterious Eye 
I Nice Ornament 
I Nightmare Sand 
I Oguruma Brocade 
I Oracle Textile 
I Orb of Love 
I Orichalcum 
I Paleograph 
I Passion Clasp 
I Perpetual Edge 
I Platinum Crown 
I Platinum Fur 
I Platinum Gear 
I Platinum Hide 
I Platinum Lump 
I Platinum Reins 
I Platinum Shell 
I Poison Flower 
I Porcelain Statue 
I Power Rock 
I Power String 
I Powered Iron 
I Practical Cloth 
I Prime Hide 
I Prime Steel 
I Proof of Fight 
I Proof of Passion 
I Proof of Spirit 
I Prophecy Orb 
I Pure Iron Lump 
Pure White Bead 
Pyroxene Fiber 
Queen's Nail 
Quiet Bouquet 
Rain Metal 
Rain Steel 
Rare Poncho 
Rare Raincoat 
Red-Gold Cord 
Ripper Horse 
Riveted Hide 
Royal Blossom 
Rubbery Object 
Ruinous Crown 
Sacrilege Iron 
Safety Angle 


Harem Dancer 
Pure Papillon 
Phantom Master 
Laughing Table 
Mind Dice 
El Dorado Beast 
Regal Mother 
Fickle Papillon 
Eternal Sand 
Positive King 
Acheron Seeker 
Justice Sword 
Infinite Sand 
Valuing Nyogo 
Revelation Pesce 
Yearning Pot 
Solemn Machine 
Spurious Book 
Soul Dancer 
Conviction Sword 
Corrupt Tower 
Nemean Beast 
Rampage Drive 
Minotaur I 
Chaos Fuzz 
Intrepid Knight 
Emperor Beetle 
Secret Bambino 
Growth Relic 
Power Castle 
Bronze Dice 
Autonomic Basalt 
Reckless Okina 
Phantom King 
Stasis Giant 
Beastly Gigas 
Furious Gigas 
Daring Gigas 
Wrathful Book 
Iron Dice 
Gracious Cupid 
Heartless Machine 
Pistil Mother 
Blooming Bambino 
Raindrop Musha 
Rain End Musha 
Rainy Pot 
Raindrop Castle 
Silent Nyogo 
Jotun of Grief 
Jotun of Power 
Free Bambino 
Miss Gene 
Fanatic Tower 
Apostate Tower 
Adamant Beetle 


4401 Scaly Lump 
4601 Scorching Scale 
2401 Selfish Ornament 
20o|Sephirot Staff 
370 1 Sharp Horn 
5101 Sharp Premolar 
4001 Sharp Thorn 
420|Sheet Metal 
4601 Shining Dish 
2001 Shiny Scale 
500 1 Silver Claw 
300J Silver Fox Fur 
420 1 Silver Lump 
4401 Silver Signature 
400 1 Silver String 
430 1 Smart Clasp 
470 1 Smooth Fabric 
310|Sno w Stone 
270 1 Soul-Death Steel 
410|Source Lump 
3001 Spark Ornament 
4301 Steel Barrel 
500 1 Steel Collar 
4601 Steel Reins 
360 1 Steel Thom 
4201 Stone Hide 
470 1 Strength Claw 
200 1 Stretchy Object 
380 1 Sturdy Molar 
3701 Super-Alloy 
200 1 Supple Metal 
220|Tanned Hide 
400 1 Thick Hide 
450 1 Thirsty Claw 
4101 Thought Cross 
340 1 Thunder Bead 
3601 Torrent Gear 
2301 Tortoise Shell 
460 1 Tough Hide 
240|Treasure Cloth 
480 1 Trial Obsidian 
5201 Tungsten 
430 1 Tyrannical Hide 
2901 Unknowable Fiber 
360 1 Unknown Barrel 
320 1 Unthinkable Metal 
320l Vengeance Steel 
3901 Venomous Fang 
470 1 Windcutter Cloth 
490 1 Wonder Cloth 
370 1 Word String 
420 1 Wrought Lamp 
260 1 Yellow Cord 
430|Zero Board 
390 1 Zero Cloth 
290 r 


Amorous Snake 
Carnal Snake 
Selfish Basalt 
Moon Okina 
Grave Beetle 
Flattering Hablerie 
Mighty Cyclops 
Arcane Turret 
World Balance 
Whimsical Papillon 
Change Relic 
Divine Mother 
Silver Dice 
Red Sigil 
Brilliant King 
Prime Magus 
Wondrous Magus 
King Castle 
Void Giant 
Source Basalt 
Judgment Sword 
Rash Panzer 
Enslaved Beast 
Champion Knight 
Mad Cyclops 
Constancy Relic 
Minotaur 111 
Fail Gene 
Forgotten Hablerie 
Scarlet Turret 
Magical Magus 
Persistent Fuzz 
Dancing Hand 
Dry Dixie 
Sleeping Table 
Jotun of Evil 
Slaughter Drive 
Large Basalt 
Bribed Fuzz 
Phantom Lord 
Leading Idol 
Steel Machine 
Neo Minotaur 
Next Gene 
Ptarmigan Panzer 
Happy Gene 
Reckoning Dice 
Immoral Snake 
Shallow Okina 
Trance Twins 
Silent Book 
Sonic Raven 
Royal Dancer 
Rain Leg Musha 
Rain Wheel 
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Velvet Key An ultramarine-colored key given to you by Igor. 

Mitsuo's Photo A picture of a boy. The name "Mitsuo Kubo" is written on it. 

Raden Bookmark Margaret's precious bookmark. 

Orb of Sight A jewel that leads seekers to the truth. 

Blue Invitation It says, “I will be waiting for you at Heaven's end. -Margaret" 

Fishing Set All the tools required for a successful fishing trip. 

Angler’s Set The fishing freak's handmade fishing rod. Needed to catch Guardian. 

Glass Key A key obtained at Yukiko’s Castle. 

Bathhouse Key A key obtained from the Steamy Bathhouse. 

I Research Card A key for researchers found in the Secret Research Lab. 

Leader Card A key for executives found in the Secret Research Lab. 

| Orb of Darkness A pitch-black sphere obtained at Void Quest. 

Velvet Ticket Proof of completing 25% of the Compendium. All Personas are 10% off! 

Velvet Card Proof of completing 50% of the Compendium. All Personas are 15% off! 

Velvet Pass Proof of completing 75% of the Compendium. All Personas are 20% off! 

I Velvet VIP Proof of completing 100% of the Compendium All Personas are 25% off! 

Buddy's Bandage A bandage given to you by Yosuke. Proof of friendship with Yosuke. 

Shrine Charm A charm Yukiko pave you. You can feel her care for you coming off it. 

Spiral Brooch A symbol of your relationship with Margaret. 

Cute Strap A strap Kanji made. It's proof of Kanji’s acceptance of himself 

Coffee Mug A mug Ryotaro gave you. Proof of being accepted into the Dojima family 

Signed Photo A picture given to you by Rise. She's smiling naturally in this one 

Wristbands A pair of wristbands Chie gave to you. 

Family Picture A picture given to you by Nanako. Proves you are part of the Dojimas. 

Gratitude Ema An ema given to you by the fox. It shows thanks for your help. 

Detective Badge A badge made by Naoto. It says everything you need to be a detective. 

Letter to Kou A letter you’re holding onto for Kou. It's from the orphanage. 

Spike Brush A brush Daisuke gave you. You can feel his passion for the club. 

Junes Receipt A receipt from Naoki. A scrap of paper with great meaning for him. 

Old Fountain Pen Hisano used to use this fountain pen to write letters to her husband. 

Clover Bookmark A handmade bookmark from Eri. A four-leaf clover is pressed into it. 

Hospital ID Sayoko's name tag. It’s filled with memories of your time together. 

Test Results A report card given to you by Shu His grades are really high 

Compact A small mirror Ai gave you. She was never able to let it go. 

Annotated Script A script Yumi gave to you. It's filled with her comments 
Handmade Ticket A ticket from Ayane. It admits you to a solo concert by Ayane. 

Husband's Letters A bundle of old letters from Daidara. 

Hisano's Letters Another bundle of old letters from Daidara. 

Family Photo A picture of Nanako and her parents. 

Handkerchief A cute handkerchief borrowed from Saki Konishi's brother. 

White Card A card a suspicious man gave you. He told you to give it to Naoto. 

Round Wallet A round wallet you found It’s very dirty. 

Square Wallet A square wallet you found. It's very dirty. 

Small Package A small package you were told to deliver. It has a windmill inside. 

Tankiriman Sticker A small prize from a snack. It shows 8 heroes beating the Demon King. 

Unfinished Model An unfinished green model given to you by the model shop owner 

MF-06S Brahman A green plastic model of a mech that can function anywhere and use any gun. 

Heavy-Armor Agni A red plastic model of a mech that can move three times faster than others. 

Mokoi Doll A cute little doll that sometimes moves by itself. 

A Great Man The Man's Life series, Vol. 1 Reading it may raise your Courage. 

Forever Macho The Man's Life series, Vol. 2. Reading it may raise your Courage. 
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I Man of History 
I Man-God 
I Farewell to Man 
I Off Today 
I Short on Cash 
I Changing Careers 
Sensei’s Friends 
I The Final Lesson 
The O-Cha Way 
The Gentle Way 
I The Divine Way 
The Ramen Way 
The Punk’s Way 
Witch Detective 
Fun with Numbers 
Guide to Pests 
Riddlemania 
Who Am I? 


The Man's Life series, Vol. 3. Reading it 


The fourth in a 

The fifth in a se 
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/: 


Wind Suppressor 


Jt 


Name of treasure 


UTS 
o Acce ssory 

* 


•tern is/is not found in a locked treasure chest 


7 ^.- 




Gentleman's Tux 

o 

M-Armor 

Combat Dress 

IBRI 

F-Armor 

Fire Vow 

o 

Accessory 

Fire Pin 

o 

Accessory 

Fire Suppressor 


Accessory 

Power Belt 


Accessory 

Disinfectant 

o 

Accessory 

Ice Vow 

6 

Accessory 

Ice Pin 

o 

Accessory 

Ice Suppressor 

o 

Accessory 

Crow Charm 

o 

Accessory 

Tranquil Buddha 

O 

Accessory 

Wind Vow 

Q 

Accessory 

Wind Pin 

Q 

Accessory 

Wind Suppressor 

o 

Accessory 

Talisman 


Accessory 

Bravery Vessel 


Accessory 

Thunder Vow 

o 

Accessory 

Thunder Pm 


Accessory 

Volt Suppressor 

o 

Accessory 

Wing Strap 

0 

Accessory 

Disguise Mask 

o 

Accessory 

Falcon Eye 

o 

Accessory 

Rabbit Foot 

G 

Accessory 

Cool Beads 

G 

Accessory 

Steamy Bathhouse 



Kintabi Gusoku 

q 

Chie’s Weapon 

Jingi Fundoshi 

o 

M-Armor 

Steel Panier 

o 

F-Armor 

Flame Vow 

9 

Accessory 

Fire Pin 

o 

Accessory 

Fire Suppressor 

o 

Accessory 

Power Belt 

o 

Accessory 

Disinfectant 

o 

Accessory 

White Feather 


Accessory 

Snow Vow 

o 

Accessory 

Ice Pin 


Accessory 

Ice Suppressor 

o 

Accessory 


Bead 

Chewing Soul 
|Soui Food 
Peach Seed 
Soul Drop 
Life Stone 
Revival Bead 
Snuff Soul 
Chest Key 
Vanish Ball 
Amrita Soda 
Hiranya 
Firecracker 
Assault Signal 
Ice Cube 
Physical Mirror 
Goho-M 
Pinwheel 
Ball Lightning 
Super Sonic 
Purifying Salt 
Magic Mirror 
Smart Bomb 
Diamond Shield 
Purifying Water 


Crow Charm 

Tranquil Buddha 
Black Feather 
Gust Vow 
Wind Pin 
Wind Suppressor 
Talisman 
Bravery Vessel 
Spark Vow 
Thunder Pin 
Volt Suppressor 
Wing Strap 


Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Hem 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 


Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 
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/: 

Cool Beads 
Rabbit Foot 
Disguise Mask 
Falcon Eye 
Awareness Note 
Bead 

Chewing Soul 
Soul Food 
Chest Key 
Snuff Soul 
Life Stone 
Peach Seed 
Soul Drop 
Revival Bead 
Magic Mirror 
Purifying Salt 
Segaki Rice 

Man*yu Striptease 

Harlot’s Mercy 
Purple Suit 
Armada Bustier 
Flame Vow 
Flame Pin 
Fire Suppressor 
Bat Charm 
Healthy Recipe 
Patient Collar 
White Feather 
Snow Vow 
Snow Pin 
Ice Suppressor 
Power Tasuki 
Safety Belt 
Black Feather 
Disinfectant 
Tranquil Buddha 
Bravery Vessel 
Flight Strap 
Kimyaku Brace 
Awareness Note 
Gust Vow 
Gust Pin 

Wind Suppressor 
Guard Amulet 
Kid's Hachimaki 
Book of Ruin 
Falcon Eye 
Spark Vow 
Spark Pin 
Volt Suppressor 


' b * jr* 1 


Accessory 

Balm of Life 

Item 

Accessory 

Physical Mirror 

Item 

Accessory 

Firecracker 

Item 

Accessory 

Curse Paper 

Item 

Accessory 

Amrita Soda 

Item 

Item 

Assault Signal 

Item 

Item 

Ice Cube 

Item 

Item 

Hiranya 

Item 

Item 

Super Sonic 

Item 

Item 

Pinwheel 

Item 

Item 

Goho-M 

Item 

Item 

Diamond Shield 

Item 

Item 

Ball Lightning 

Item 

Item 

Vanish Ball 

Item 

Item 

Purifying Water 

Item 

Item 

Smart Bomb 

Item 

Item 




Yukiko's Weapon 
M-Armor 

F-Armor 

Accessory 

Accessory 

Silver Spoon Accessory 

Disguise Mask Accessory 

Cool Beads u Accessory 

Bead D item 

Chewing Soul o item 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Soul Food item 

Chest Key . item 

Snuff Soul - item 

Life Stone - |t em 

Peach Seed - item 

Soul Drop . item 

Accessory 

Accessory 

Accessory 

Hiranya . item 

Purifying Water - item 

Pinwheel - item 

Accessory 

Curse Paper item 

Accessory 

Accessory 

Amrita Soda - Item 

Diamond Shield - item 

Accessory 

Accessory 

Accessory 

Accessory 

Dry Ice - Item 

Segaki Rice - item 

Vanish Ball . Item 

Super Sonic - item 

Accessory 

Accessory 

Accessory 

Ice Cube . item 

Smart Bomb - item 

Arc Magatama - Itpm 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Goho-M - | tem 

Assault Signal - item 

5an-zun Tama - item 

resteCoii . item 

r rost Magatama - item 

Accessory [ 

Balm of Life - item 

Accessory f 

Accessory f 

3 hysical Mirror - item 

: irecracker - Item 
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I Ball Lightning 

I Cyclone Magatama 

| Revival Bead 

I Magic Mirror 

I Void Quest 

I Thief Dagger 

1 Paladin Armor 
I Charm Drape 
I Storm Vow 
I Gust Pin 
I Wind Suppressor 
1 Power Tasuki 
I Healthy Recipe 
1 Bravery Vessel 
I Falcon Eye 
1 Blizzard Vow 
I Snow Pin 
I Ice Suppressor 
1 Guard Amulet 
I Tranquil Buddha 
I Book of Serenity 
1 Black Feather 
I Moon Potpourri 
1 Blaze Vow 
I Flame Pin 
I Fire Suppressor 
1 Bat Charm 
I Disinfectant 
I Patient Collar 
1 White Feather 
I Amaterasu Fob 
1 Volt Vow 
I Spark Pin 
I Volt Suppressor 
1 Flight Strap 
I Cool Beads 
I Kid’s Hachimaki 
1 Awareness Note 
I Land Badge 
I Mage’s Mark 
] Revenge Ring 
I Silver Spoon 
I Kimyaku Brace 
I Safety Belt 

Secret Laboratory 

Death Scudetto 
Peach Battiesuit 
Red Battiesuit 
Volt Vow 
Volt Pin 

Volt Suppressor 

Maneki Neko 


'» 


Yosuke’s Weapon 

M-Armor 

F-Armor 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 


IPurifying Salt 
■Yashichi 
I Hell Magatama 


■ Disguise Mask 

■ Blessed Hands 

I Bead 

I Chewing Soul 
I Soul Food 
I Chest Key 
1 Snuff Soul 

■ Life Stone 

■ Peach Seed 
I Soul Drop 

■ Revival Bead 

■ Magic Mirror 

■ Purifying Water 

■ Dry Ice 

■ Smart Bomb 

■ Frost Magatama 

■ Balm of Life 

■ Physical Mirror 

■ Purifying Salt 
I Pinwheel 

I Segaki Rice 
I Arc Magatama 

■ Homunculus 
|Goho-M 

■ Assault Signal 

■ Firecracker 

■ Yashichi 

■ Curse Paper 

■ Amrita Soda 

■ Super Sonic 

■ San-zun Tama 

■ Ball Lightning 

■ Hell Magatama 
iHiranya 

■ Vanish Ball 

■ Diamond Shield 

■ Ice Cube 
■Tesla Coil 

■ Cyclone Magatama 


Kanji’s Weapon 

F-Armor 

M-Armor 

Accessory 

Accessory 

Accessory 

Accessory 


■ Bravery Vessel 

■ Safety Belt 

lAwareness Note 
I Storm Vow 

■ Storm Pin 

■ Wind Suppressor 

■ Steed Strap 


Item 

Item 

Item 


Accessory 

Accessory 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 


Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 


Disinfectant 
Cool Beads 
Falcon Eye 
Sigma Drive 
Blizzard Vow 
Blizzard Pin 
Ice Suppressor 
Iron Charm 
Book of Serenity 
Kid's Hachimaki 
Black Feather 
Moon Potpourri 
Ryumyaku Brace 
Reprisal Chain 
Sorcerer's Mark 
Spirit Hachimaki 
Patient Collar 
Tranquil Buddha 
Disguise Mask 
Blessed Hands 
Blaze Vow 
Blaze Pin 
Fire Suppressor 
Black Cat Charm 
Earth Badge 
Healthy Recipe 
White Feather 
Amaterasu Fob 
Bead 

Bead Chain 
Chewing Soul 
Soul Food 

Heaven 

Strega Claw 
Tsukuyomi Noshl 
Amaterasu Hitoe 
Lightning Vow 
Volt Pin 

Eye of Thunder 
Steed Strap 
Confusion Hat 
Bold Ball 
Eagle Eye 
Icicle Vow 
Blizzard Pin 
Eye of Ice 
Maneki Neko 
Sorcerer’s Mark 
Frozen Rose 
Amaterasu Fob 
Omega Drive 
Inferno Vow 
Blaze Pin 


0 

Accessory 

Soma 


_ 

Item 

Q 

Accessory 

Chest Key 

- 

Item 

Q 

Accessory 

Peach Seed 

HH 

Item 

O 

Accessory 

Soul Drop 

- 

Item 

o 

Accessory 

Snuff Soul 


Item 

o 

Accessory 

Life Stone 

. 

Item 

o 

Accessory 

Revival Bead 


Item 

o 

Accessory 

Goho-M 


Item 

o 

Accessory 

Assault Signal 

- 

Item 

0 

Accessory 

Purifying Salt 

- 

Item 

o 

Accessory 

Tesla Coil 

- 

Item 

o 

Accessory 

Hell Magatama 

- 

Item ______ 

6 

Accessory 

Homunculus 

Hi 

Item 

o 

Accessory 

Balm of Life 


litem 

o 

Accessory 

Vanish Ball 


Item 

a 

Accessory 

Super Sonic 

_ 

Item 

o 

Accessory 

San-zun Tama 

. 

Item 

o 

Accessory 

Smart Bomb 

- 

Item 

o 

Accessory 

Cyclone Magatama 

- 

Item 

o 

Accessory 

Amrita Soda 

- 

Item 


Accessory 

Magic Mirror 

- 

Item 

o 

Accessory 

Diamond Shield 

~ 

Item 

o 

Accessory 

Dry Ice 

- 

Item 


Accessory 

Segaki Rice 

- 

Item 

o 

Accessory 

Frost Magatama 

- 

Item 

o 

Accessory 

Hiranyd 

- 

Item 

o 

Accessory 

Physical Mirror 

mm 

Item 

0 

Accessory 

Purifying Water 

- 

Item 

■ 

Item 

Yashichi 

. 

Item 

o 

Item 

Curse Paper 


Item 

o 

Item 

Arc Magatama 

HI 

Item 

o 

Item 








■■HHHH 

o 

Teddie’s Weapon 

Eye of Flame 

o 

Accessory 

o 

M-Armor 

Black Cat Charm 

o 

Accessory 

o 

F-Armor 

Earth Badge 

o 

Accessory 

o 

Accessory 

Healthy Homa 

o 

Accessory 

o 

Accessory 

Awareness Note 

o 

Accessory 

o 

Accessory 

Gale Vow 

o 

Accessory 

o 

Accessory 

Storm Pin 

o 

Accessory 

o 

Accessory 

Eye of Wind 

o 

Accessory 


o Accessory 
’ Accessory 

Accessory 
_o Accessory 
o Accessory 
<o Accessory 

o Accessory 
9 Accessory 
o Accessory 
Accessory 
o Accessory 


Spirit Hachimaki 
Gas Mask 
Mask of Truth 
Moon Potpourri 
Reprisal Chain 
Patient Collar 
Book of Serenity 
Iron Charm 
Ryumyaku Brace 
Pitch Pipes 
Blessed Hands 
Sigma Drive 


Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 
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Bead 

Bead Chain 

Chewing Soul 
! Soul Food 
Soma 
Chest Key 
Peach Seed 
i Snuff Soul 
| Goho-M 
Vanish Ball 
Diamond Shield 
Dry Ice 
Curse Paper 
I Ball Lightning 
I Frost Magatama 
I Soul Drop 
I Life Stone 
I Amrita Soda 
I Magic Mirror 
I Physical Mirror 


* 


Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 

Item 


I San-zun Tama 

■ Segaki Rice 

■ Pinwheel 

I Smart Bomb 
■Arc Magatama 
1 Revival Bead 
I Hiranya 
I Super Sonic 

■ Purifying Salt 
ITesla Coil 
lice Cube 

I Cyclone Magatama 

I Balm of Life 

■ Homunculus 
■Assault Signal 

■ Purifying Water 

■ Yashichi 

■ Firecracker 

■ Hell Magatama 


I Magatsu Kiba 
I Angel Skirt 
1 Nubatama Suit 
I Gale Vow 
I Gale Pin 
1 Eye of Wind 
I Demon Charm 
I Book of the Void 
| Frozen Rose 
I Amaterasu Fob 
1 Divine Pillar 
I Icicle Vow 




Naoto's Weapon 

F-Armor 

M-Armor 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 


Icicle Pin 


Accessory 

Eye of Ice 

o 

Accessory 

Lucky Seven 


Accessory 

Cat Whisker 

o 

Accessory 

Healthy Homa 

o 

Accessory 

Awareness Note 

o 

Accessory 

Barbaric Bracers 


Accessory 

Space Badge 

o 

Accessory 

Wizard’s Mark 


Accessory 

Power Muscle 

o 

Accessory 

Reisen Brace 

o 

Accessory 

Gas Mask 

0 

Accessory 

Pitch Pipes 

0 _ 

Accessory 

Blessed Hands 

o 

Accessory 

Omega Drive 

o 

Accessory 

Rudra Ring 

o 

Accessory 

Lightning Vow 


Accessory 

Lightning Pin 

o 

Accessory 

I Eye of Thunder 


Accessory 

1 Speed Star 

o 

Accessory 


■ Retribution Mask 

■ Bold Ball 

■ Eagle Eye 

■ Sigma Drive 
llnferno Vow 

■ Inferno Pin 

■ Eye of Flame 

■ Defense Essence 

■ Rebirth Prophecy 

■ Confusion Hat 

■ Mask of Truth 

I Moon Potpourri 


Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 

Accessory 


Bead 

o 

Item 

Bead Chain 

o 

Item 

Chewing Soul 


Item 

Soul Food 

o 

Item 

Soma 

o 

Item 

Chest Key 

■H 

Item 

Peach Seed 

- 

Item 

1 Snuff Soul 

PHI 

Item 

Balm of Life 

- 

Item 

Assault Signal 

hh 

Item 

Curse Paper 

- 

Item 

Hell Magatama 

- 

Item 

Yashichi 


Item 

1 Pinwheel 

- 

Item 

I Soul Drop 

- 

Item 

■ Life Stone 

- 

Item 

■ Revival Bead 

- 

Item 

■ Super Sonic 

- 

Item 

■ Segaki Rice 

- . 

Item 

1 Cyclone Magatama 

- 

Item 
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1 Dry Ice 

. 

Item 

Frost Magatama 


Item 

I Ball Lightning 

- 

Item 

Tesla Coil 

_ 

Item 

1 Amrita Soda 

- 

Item 

Ice Cube 

_ 

Item 

1 Physical Mirror 

_ 

Item 

Goho-M 



| Diamond Shield 

- 

Item 

Vanish Ball 


Item 

I Homunculus 

- 

Item 

Purifying Salt 

- 

Item 

I Smart Bomb 

- 

Item 

Arc Magatama 

- 

Item 

I Hiranya 

- 

Item 

San-zun Tama 

_ 

Item 

I Magic Mirror 

Hi 

Item 

Firecracker 


Item 

■ Purifying Water 

- 

Item 




1 Yomotsu htirasaka 





I Tsubaki-Otoshi 

O 

Protagonist’s Weapon 

Lucky Seven 


Accessory 

I Uzume Robe 

o 

F-Armor 

Gas Mask 

o 

Accessory 

1 Sonidon Wear 


M-Armor 

Frozen Rose 

o 

Accessory 

I Takefutsu Vow 

o 

Accessory 

Blessed Hands 

o 

Accessory 

I Takefutsu Pin 


Accessory 

Barbaric Bracers 


Accessory 

I Eye of Thunder 

o 

Accessory 

Bead 

o 

Item 

[ Power Muscle 

o 

Accessory 

Bead Chain 

o 

Item 

Cat Whisker 

o 

Accessory 

Chewing Soul 

o 

Item 

Healthy Homa 


Accessory 

Soul Food 


Item 

Mask of Truth 


Accessory 

Soma 

Q 

Item 

Moon Potpourri 

o 

Accessory 

Chest Key 

_ 

Item 

Chakra Ring 

o 

Accessory 

Peach Seed 

hh 

Item 

Kuraokami Vow 


Accessory 

Snuff Soul 

. 

Item 

Kuraokami Pin 

o ' 

Accessory 

Revival Bead 

- 

Item 

Eye of Ice 


Accessory 

Magic Mirror 

- 

Item 

Demon Charm 

o 

Accessory 

Diamond Shield 

hh 

Item 

Book of the Void 

o 

Accessory 

San-zun Tama 

- 

Item 

Bold Ball 

6 

Accessory 

Homunculus 

- 

Item 

Eagle Eye 

o 

Accessory 

Soul Drop 


Item 

Sigma Drive 

o 

Accessory 

Life Stone 

- 

Item 

Rudra Ring 


Accessory 

Goho-M 

- 

Item 

Kagutsuchi Vow 

Q 

Accessory 

Hiranya 

- 

Item 

Kagutsuchi Pin 

o 

Accessory 

Purifying Water 


Item 

Eye of Flame 

Q 

Accessory 

Dry Ice 

hh 

Item 

Speed Star 

. ;• 

Accessory 

Arc Magatama 

- 

Item 

Rebirth Prophecy 

b 

Accessory 

Balm of Life 

HH 

Item 

Pitch Pipes 

o 

Accessory 

Physical Mirror 

- 

Item 

Alarm Clock 

o 

Accessory 

Purifying Salt 

hh 

Item 

Amaterasu Fob 


Accessory 

Yashichi 


Item 

Divine Pillar 

o 

Accessory 

Cyclone Magatama 

hh 

Item 

Space Badge 

0 

Accessory 

Vanish Ball 

- 

Item 

Wizard's Mark 

o 

Accessory 

Assault Signal 

- 

Item 

Retribution Mask 

o 

Accessory 

Tesla Coil 

_ 

Item 

Defense Essence 

o 

Accessory 

Segaki Rice 

- 

Item 

God’s Love 

o 

Accessory 

Hell Magatama 

- 

Item 

Confusion Hat 

o 

Accessory 

Amrita Soda 

V 

Item 

Awareness Note 

o 

Accessory 

Super Sonic 

- 

Item 

Omega Drive 

6 

Accessory 

Smart Bomb 

•- 

Item 

Shinatobe Vow 

o 

Accessory 

Curse Paper 

. 

Item 

Shinatobe Pin 

o 

Accessory 

Frost Magatama 

. 

Item 

Eye of Wind 

J— 2— 

Accessory 
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Prior to beginning production on this guide, we 
invited fans to post interview questions on our 
forums at DoubleJumpBooks.com. We then 
picked the best ones and sent them to Atlus to see 
what would happen. What happened is what you 
see below — they gave very interesting answers! 
We'd like to thank the fans for asking such great 
questions. We used your DJB forum aliases 
before each question to repay you with eternal 
fame and glory. 

Chohayo: Persona 4 seems to be more 
thematically similar to previous games than 
Persona 3 was. For example, the characters in 
Persona 4 have to confront their Shadow selves, 
like in Persona 2. and the way the rumor about 
watching TV at midnight is used struck me as 
similar to the way the Joker s Curse and Persona- 
sama were used in the earlier games. Did you 
set out to make the game more closely linked (in 
theme, at least) to the earlier games? 

Atlus: We didn’t consciously set out to create 
similarities. As far as the use of “rumors" in 
both games. Persona 2 dealt with the “power 
of kotodama.” or the mystic power of language. 
Persona 4 focuses on the contrast between what 
people talk about or gossip about and what’s 
really true, so the rumors have different meaning 
this time around. 

Chohayo: Whatever happened to Belladonna 
and Nanashi? Will we ever see the return of 
Philemon? 

Atlus: Igor mentions this in Persona 4 , but the 
appearance of the Velvet Room — the size, the 
decor, the number of residents, and so on — is 
different according to each visitor’s mentality. 
Margaret was selected this time for Persona 4's 
protagonist; it’s not as if Belladonna and Nanashi 
have just disappeared. 

As for Philemon, he does exist in the P3/P4 world, 
he just doesn’t make an outright appearance You 
can catch glimpses of him as the butterfly in the 
intro of P3 and the save points in P4, to show that 
he is secretly watching over the protagonists. 


Chohayo: Until now, the Personas used 
by the main characters have been largely 
Mediterranean deities (Greek. Roman, 
Egyptian). Why did you decide to go with 
Japanese figures in Persona 4? 

Atlus Compared to the last game. Persona 4's 
story is on a much smaller scale, and the setting 
is a very Japanese small country town. For 
those reasons, we felt it would be strange for 
the characters’ inner selves to be portrayed as 
globally or universally recognized gods. 

dkn29: Did you allow full party control in Persona 
4 because of negative fan reaction to Persona 3's 
partial party control, or was it something else? 

Atlus: The use of Al in P3 wasn’t a gimmick for 
the battle system, it was necessary to express 
the game’s theme. One of the important things 
man uses to conquer his fear of death is “bonds. 
To express that, it was important to portray all 
the other characters as completely separate 
entities from the protagonist: only by talking with 
them could you influence their actions But for 
many fans, it seemed this feature spoiled their 
enjoyment of battle, so we had no choice but to 
change it. 

Overlord Mao: How much time did the game take 
to make? 

Atlus: Going from the start of preproduction, about 
18 months. 

jayroo: Kanji Tatsumi and Naoto Shirogane are 
very very special characters indeed. When you 
were creating them what inspired you? Did you 
feel there were some things that you could not do, 
and why? Do you have any future plans for more 
diverse characters? 

Atlus. “Juvenile punks” and “boy detectives’’ are 
stereotypes in Japanese anime and comics. We 
felt they were essential to include in our take on 
the mystery genre, especially the boy detective. 
But of course, doing straight versions of them 
would be boring and prevent the players from 
being “pleasantly surprised,” so we gave them 
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mental weaknesses completely counter to their 
appearances. There aren’t many moral problems 
in the Japanese market in giving them such 
extreme twists. In the future, we want to create 
more and more unique personalities within the 
bounds of realism. 

Falzer: What made you wanna create a character 
such as Teddie? 

Atlus: Teddie is a Disney-style. liked-by- 
everyone. TV mascot, and a character like that 
was indispensable for this game’s themes. The 
character was bom from that need. 

jayroo: Looking to the past, specifically SMT; 
will you ever create dual leads for the player to 
choose from again? Specifically a male or female 
character? 

Atlus: Given the idea that “the main character is the 
player” in the Megaten series, we understand that 
the option of selecting your gender is something 
we should consider in the future. 

nightrayne: With Persona 3:. 4. and Trinity Souls 
all happening in the same universe (and some 
surprise cameos) are there plans to do anything 
more with the characters and specific locations 
from these games and television series? 

Atlus: We’ll make those decisions when the time 
comes. If we decide that’s what the fans want, 
then there’s a good chance that it will happen. 

kolobos: Since we can summon Lucifer and 
Satan, will we ever be able to summon Jehovah? 

Atlus: We passed on that this time, but we can’t 
say it won’t happen in the future. We choose the 
demons or Personas to use in every new title from 
scratch. 

Yukichin: In previous Persona games, there’s only 
been one case where the main character could 
date a character of the same gender. Is there any 
specific reason why this is? Also, will there ever 
be the option to have the main character date 
another of the same gender? 

Atlus: Is the first question in reference to Jun 
Kurosu in Persona 2? We created that scene as 
an experiment to see how the players would react 
to this particular scenario. There is a subculture 
within female Japanese fans of anime and comics 
where they value romantic relationships between 


fictional male characters, in a different way than 
in real-life gay culture. We were wondering if we 
could satisfy those fans. 

In regards to the second question, we have no 
plans to do so at the moment, but we cannot 
rule out the possibility. However, there won’t be 
a case where that becomes the principal axis of 
the game. 

kolobos: What was your inspiration in placing Alice 
from the Lewis Carrol books in your games and 
do you plan to place any more literary characters 
in your games? 

Atlus: We consider many works that 
are equivalent to mythology 


in terms of depths and 


popularity, not just Lewis 


Carrol. The works of 


H.P. Lovecraft are one 
example; figures from 
the Cthulhu mythos 
played an extremely 
important role in P2. 

But of course, there will 
never be a time when 
they are the majority. 
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DoubleJump® Strategy Wiki 

The best place to go for free strategies online! 
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i What makes StratagyWiki 
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_ Featured Guide 


Ways You Can Help 


Why StrategyWiki? What makes it so different? 


One game, one guide. Unlike other sites, which allow an unlimited number of guides per games we only 
allow one. With multiple guides for one title, it quickly becomes a confusing task to choose which guide is 
right for you. Collaboratively working on one central guide for each game ensures a higher quality guide in 
the end. 

Guides are always editable. With Strategy Wiki, content never "dies", and it can be updated by other 
writers even if original contributors abandon the guide. This is not true with many other sites, which only 
allow the original author to edit his or her guide; once the author abandons a guide, there will be no more 
updates, improvements, or corrections. StrategyWiki also maintains all of its content under the GNU FDL 
allowing unlimited use within those terms. 

The death of plain text. We have real readability. With adventure games, we can even have multiple-page 
guides that ensure that a user does not stumble upon spoilers. Theres also real markup, and images can be 
attached. Once we have the bandwidth, we may even allow video walkthroughs as well. 

Check out how beautiful and organized wiki guides can look at StrategyWiki.org! 
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